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General Rules - How to Pla 


In Blake's 7 Battle Factions, all dice rolls are settled on a D6. 
Each player's turn is divided into three general phases: 





e The Phases, in order... 
o Movement 
o Assault 
o Shooting 


With the Actions system in use in this game, a model is technically allowed to fire and 

then move, but it is advised that players keep to the general phase layout for simplicity’s 
sake and to avoid confusion. However, the need may arise at some point to deviate from 
the norm. As such it is worth noting that doing so is entirely permitted. 

It is also worth noting that there could be some actions that players may be unsure as to 
the proper phase in which they should be carried out. The phases are simply a useful way 
for players to keep track of which models have performed which actions, so in such a case 
it is up to the player to decide when they would like to carry out these kinds of special 
actions. If an action has enough gravity that it must be carried out a certain time, this will 
invariably be noted on the profile sheet of any model capable of employing such an action. 


How to read a Profile 
e The Stats: 

o Save: The character's saving throw. Saving throw probability is generally considered the 
combined effect of any physical armour worn, general wits, resourcefulness in battle, 
dodging skill, and luck. 

o Toughness: The lower the number, the tougher. 

When this game was being compiled, a key conceptual decision was to dispense with the 
idea of hit points, on the grounds that when required to keep track of how many wounds 





Weapon Stats 


(e) 


each model has lost, the thrill of using large armies of miniatures becomes dulled by the 
necessity of tedious bookkeeping and is thus inefficient. Also, as rapidly realised during 
playtesting, it is far more exciting not to be able to predict when someone is going to 
suddenly snuff it, just as it is more thrilling not to know exactly how many more shots it is 
going to require to drop an impressive opponent. Therefore, all characters and models of 
all types have only a single wound they can suffer before becoming a casualty. 
Toughness is considered not only how tough a character is in a physical sense, but also in 
a psychological one. In other words, characters with a higher toughness may have a 
heightened ability to get burnt, grazed, lacerated, or otherwise lightly wounded and 
nonetheless shrug it off and carry on for the sake of their mission or their survival. 
Assault: This is how good a character's hand-to-hand fighting ability is. Generally, if a 
character is a brute, clever in a scrap, or regularly fights with a hand weapon, this is 
reflected in a higher Assault stat. 
GS: Gun Skill- the ability to shoot and hit the target! One succeeds on a D6 roll resulting in 
the given number or above. The target number may be modified, however, due to cover 
and other factors, and long-range shots are always resolved at -1 GS. Additionally, All 
shooting done at point blank range is resolved in the following manner: 
From between 5-10cm: +1GS 
From within 1-5cm: +2 GS. 

An important note about cover 

For the purposes of this game, cover comes in three types: 

e Soft cover: -1 to-hit. The model is covered at least 50% by tall grasses, 
bushes, shrubs, and less solid things that won't stop a bullet yet obscure 
sighting. 

e Hard cover: -2 to-hit. A model in hard cover is at least 50% obscured by 
something solid such as a crate, an oil drum, or a length of brick wall. A 
rule of thumb is that if only 25% of a model is covered by material of 
this type subtract only -1 GS instead. 

e Full cover: Totally obscured by any cover. The model is out of LOS (line 
of sight) and cannot be targeted except by indirect fire weapons such as 
a mortar or grenade launcher. Direct fire weapons (i.e. a Carbine, M-16, 
etc.) obviously cannot be used to target the model. 

Fire Arc: This is the number of degrees leeway your miniature has to fire in depending on 
which direction he’s facing. 

Move: The basic movement allowance for this model per turn. Fire and movement is the 
core of warfare, and generally speaking most of your models will be allowed to move once 
as well as fire once in the same turn, with a few exceptions. 

Move Fast: A model may move at a higher speed if they choose to forego the ability to fire 
for one turn. 

Sneak: Movement allowance while moving stealthily, which has its advantages... See Sneak 
under Actions. 

Talents: Really important characters have a Talents stat which may be viewed as a rough 
distillation-figure, sizing up a wide variety of psychological factors that result in making 
this individual more than commonly resourceful, gutsy, clever, sneaky, or skilled in one or 
more key areas. Specific ways the model may utilise their Talent ability are listed under the 
Other notes/Abilities column on a character's stat sheet. But this is not the only use for 
this stat and many scenario-specific actions may require a talents test to succeed, that is, 
rolling the number given on the Talents stat or above. 


T-: “Toughness Minus"; this number is subtracted from the target's Toughness (T) stat 
when calculating damage after a successful hit. 
EFF: Effectiveness. The way effectiveness is used can change slightly from weapon to 
weapon: 
e In the case of poison gas or acid spray 
e In the case of certain special grenades 
e Inthe case of machine guns and assault rifles, in which it represents the effect of 
a withering hail of fire. When using a firearm with an EFF rating, one does not roll 
a normal to-hit roll. One simply places the blast radius over the targeted models 
and rolls for Effectiveness, but remember that any shooting modifiers for cover 
are subtracted from the weapon’s EFF rating as is done with GS during normal 


shooting. (Note however that some weapons have different modes of fire. In the 
case of an Assault Rifle, one rolls to-hit with GS when using single-shot Semi- 
Auto mode, but defers to EFF use during Burst Fire and Full Auto modes.) Also 
worth considering is the subtle difference in the way modifiers for cover are 
applied for grenades and for machine guns in that cover is always calculated 
relative to the source of fire; from the centre of the blast for grenades, and from 
the direction of the gun for machine guns...) If you miss while throwing a 
grenade, use scatter dice to nominate a direction, roll 3D6 for distance. 

o  Save-: “Save Minus” this number is subtracted from the target's Save stat when 
determining the model's survival after it takes damage. 

o Short Range: At short range the weapon uses the character's GS (Gun Skill) stat to resolve 
shooting hits. 

Any weapon with the notation “CC” under the short-range bracket may also be used to 
resolve damage against an opponent when winning an assault in close-combat. 

o Long Range: At long range the weapon uses the character's GS -1 pip on the dice to 
resolve shooting hits. Models beyond the maximum range may not be targeted. (It may 
help to think of a character firing and missing anyway, -without your having to roll!) 

o Radius: Radius of effect in cm. This is measured from the point of impact outwards and in 
a 360° circle covering everything falling under the extent of the measurement. Remember, 
radius is measured from the centre to the outer edge of the circle, so the total diameter of 
the circle will be twice the radius. 

o Reload / Recharge: If there is a “Y” or “Yes” in this blank, then one has to skip a turn before 
firing again. 

o _Realign: When there is a “Y" or “Yes” in this blank and a to-hit roll using this weapon 
results in a miss, the impact of the missed shot could still be significant enough that its 
location should be determined. Use scatter dice (or other means) to determine a random 
direction. Then, roll 3D6 to generate a distance in cm. Move the blast radius to this point 
measuring from the originally intended point of impact. This is where the shot has really 
landed. Apply the effects to any models falling within the radius. 

Actions 

Two actions are allowed per turn for each figure. 

e Move [cost: one action] 

e Move Fast [cost: two actions] 

e Sneak [cost: two actions]: A sneaking model may not be targeted by fire originating from outside a 
30cm radius centring on the figure. Furthermore, it is considered out of LOS for indirect fire weapons, 
regardless of whether it is truly in LOS or not. 

e — Hide [cost: one action): If a model gets into any sort of cover, they may Hide. A model which is hiding 
may not be targeted by fire originating from outside a 20cm radius centring on the figure. Furthermore, 
the model is considered out of LOS for indirect fire weapons, regardless of whether it is truly in LOS or 
not. Hide may not be used in the same turn by a character who has already used Fire actions. NPCs may 
not attack a hiding model provided the model did not enter the Hide state within 20cm and LOS of the 
NPC. Instead the NPCs are moved as if they did not see the model. If an opponent model rounds the 
side of the cover in question, the hiding model is not “discovered” as it is assumed the hiding model is 
taking additional precautions such as covering themselves with a loose bit of tarpaulin, blending into 
the shadows or bushes, playing dead, etc. (There are hiding after all...) They are however attackable by 
non-NPCs who come within the 20cm effective range of hide. 

e Fire: [cost: one action] A character is able to fire their weapon only once per turn unless a departure 
from this rule is specifically noted on the character's profile. Though a character gets two actions per 
turn, firing is only to be done once. However, if a character does not move during their turn they may 
elect to use Precise Fire which costs two actions and confers a +1 to GS during their to-hit roll. 

o Shooting is always -1 at long range 

o Firearm dual-wield: A character model may be equipped with a gun in each hand according to 
how the miniature is depicted. One of these weapons is designated primary, and suffers no 
modifiers. The other (secondary) weapon may only be utilized within the weapon’s short range. 

e Assault (Hand-to-Hand fighting) [cost: one action] 

o When enemies come within Move Fast distance, one may move a model into base-to-base 
contact to initiate hand-to-hand combat. Each player rolls a die and modifies it according to 
the model's Assault score. The player with the highest modified roll thus wins the combat. In 
the case of a draw, fight it out again next turn. There is no penalty for disengaging from an 
ongoing unresolved Assault action. 


o Hand-to-hand against multiple opponents: In a situation where a single model is fighting 
multiple models in base-to-base contact, the side with more than one model rolls 1 die per 
model as normal, but gains an additional +1 modifier for each ally assisting in the group 
assault after the first. So, in the case of one vs. three in hand-to hand, there will be three 
separate die rolls, but the three attackers will get a +2 modifier on each of their rolls, 
representing the strength of their collective numbers. 


The Note columns: 

Battle Skills: These are general useful abilities or traits which are not unique. 

Equipment Carried: Any elaboration on rules covering the character's equipment. 

Other Notes / Abilities: A summary of further abilities including any special abilities which are usable with 
the Talents stat. 


Basic Cxample of Plau: 


All die rolls assume use of a D6. 

All measurements are listed in centimetres. 

(These decisions were taken for the simple reason that | live in Japan and as such polyhedral dice are 
extremely difficult to obtain and tape measures marked in inches have simply never been available here at 
all!) 








Getting started 





Example One 


Let's assume a force of three Federation troopers are facing off against Soolin and Vila in a boulder strewn 
landscape. 

We flip a coin and find Scorpio’s crewmembers have the first go. 

According to the Scorpio crewmember’s profiles it says their Clip-Guns can fire multiple ammunition types 
so | should choose one before the battle, so I'll choose Plasma Bullets... 

The first bit to grasp is the two phases, with the first phase being movement. 

Vila breaks cover at top speed, immediately using Move Fast, which precludes him from being allowed to 
shoot this turn in exchange for the extra movement. Vila ends his move safely in cover behind a rather large 
bolder. 

Now it's Soolin’s turn. Knowing Soolin, she’s probably eager to kill the three Federation Troopers she knows 
are out there before they kill her or Vila, so I'll have Soolin behave a bit more bravely and have her round the 
boulders toward the troopers. 

She ends her move in line of sight (LOS) of two Federation troopers. 


Shooting phase example: 





After moving, there are no assaults to resolve, so the shooting phase of the Scorpio Crewmembers’ turn 
begins: 

Soolin has a special ability that few others do; she can fire twice in the same turn owing to her legendary 
skill with a gun. 

Soolin selects a trooper to fire at who is 16cm away and standing behind a waist-high scraggly bush. 16cm is 
well within the 30cm short range for plasma bullets (shown on her profile under weapons) so | use an 
unmodified die roll regarding the range, but a scraggly bush is technically soft cover, so I'll subtract -1 from 
her GS (Gun Skill) and roll to see if she can hit the Trooper. 

Soolin is an incredible shot. According to her profile, she hits the target on a “1” and above! However, now | 
need to roll a “2” because of that bush. 

In fact, | rolla “5"; the Trooper has been hit. 

Now let's look at the Trooper's profile under T (Toughness). It says his T is 4+, meaning he’d ordinarily roll 
over a “4” to survive the shot, but looking back at the information for Plasma Bullets on Soolin’s profile, we 
see they have a “-1" listed under “T-”, (Which is shorthand for “subtracted from target's Toughness"). This 
means we take the target's T (Toughness) and subtract one, meaning he'll survive the shot now only upon 
his Toughness roll being above “5”. 

| roll for the Trooper's toughness and he gets a “3”, which means he’s been damaged by the shot. His last 
hope lies under the stat Save on his profile. It says “6”. So in order for him to recover at the last second he 
has to roll a “6”. (Things aren't looking good for this guy...) | throw the dice and get a “2”. 


Well, now he’s a casualty. | turn the model on it’s side and leave it on the table (other troop types can heal, 
so | don’t take them off table in case he can be patched up, but we won't worry about patching him up 
during this example...) 

Now, as stated, Soolin is able to shoot twice in one turn. 

She targets the other Trooper who is in line of sight (LOS), but he’s 66cm away, putting him out of range of 
Soolin’s Plasma Bullets. (| guess | should have opted for the Micro-Grenades...) 

The Scorpio Crewmember’s turn is completed. Now the same procedure of movement and firing is followed 
for the Federation troopers’ turn... 


Example Two 


In this example, Blake and Gan have just teleported down onto the frozen surface of a world long-since 
forgotten in the wake of the Atomic Wars in order to look for some crystals Avon needs. 

They have a look around and decide to move into a cave as it’s a likely place to find nice geological 
specimens. 

Unfortunately, as they round the entrance to the cave they discover it is being guarded by a trio of barbaric 
primitive warriors. 

Wasting no time on talk, the warriors draw their swords and charge! 

The first phase is movement. 

Player one moves the primitives, one toward Blake and two at Gan. The movements end with models in 
base-to-base contact, initiating assaults. 


Assault phase example: 





First, we'll see how Blake fares. Each character involved in the assault rolls a D6, with the higher roll 
indicating the winner. In the case of a tie, the assault is a draw (and could be continued next turn). Thus, | 
have Blake and the warrior each roll a D6, adding in any bonuses noted under ASSAULT on their profiles. A 
glance at these tells me they both receive a bonus of +1. Blake rolls a four (equalling five after the modifier) 
and the barbarian rolls a three (or rather a four, in this case). Blake has come out the winner of the assault. 
The next thing to do is roll for damage. Since Blake does not carry a special hand weapon of any kind, we 
use the barbarian’s unmodified toughness stat for the roll, which is 4+ (in other words, he must roll a four or 
above to avoid the damage). Unfortunately for the warrior he rolls a “3”. His only recourse for surviving in 
the nick is to make his saving throw (under SAVE on the profile) and it says “5+”, meaning he must roll five 
or above to shrug off the effects of the damage and carry on fighting. The fellow rolls a “1”. Blake has 
thumped him out cold. 

Now we move on to the other assault underway, which involves Gan against two warriors. In this case, the 
warriors have the advantage of two against one. Again we roll a dice for each fighter involved, but the 
Barbarians receive a +1 to their die rolls because there’s one extra guy helping out. (If there had been two 
extra we'd add a +2 bonus, etc.) 

Gan rolls a “4” but his assault bonus is a whopping +3, bringing his result up to “7”. Barbarian B rolls a “5”. 
Adding in his ASSAULT bonus on his profile, we see he gets +1, yet also receives an additional +1 since he’s 
participating in a group assault. This brings his dice score to “7”, which means a draw with Gan. This leaves 
Barbarian C to be considered, who has rolled a “6”. Factoring in his bonuses, which are identical to those of 
Barbarian B, we find his roll becomes an “8”, which means he has won the assault, and had potentially struck 
a damaging blow against Gan. 

The damage against Gan involved the use of a sword which is certainly more dangerous than an empty fist, 
and has a special damage rating. We look on the barbarian’s profile sheet under WEAPON to determine how 
much to subtract from the target’s toughness. This is noted in the column marked “T-” (or, “Toughness 
Minus’). For this barbarian it says his sword carries a T- of 1, meaning we subtract a pip from Gan’s 
toughness before he can roll to test if he’s been damaged. Gan’s toughness is 3+, so after subtracting that 
makes it a4+ avoid getting hurt. 

But Gan rolls a “1”... 

The next thing to do to see if Gan can pull through is to have him try his saving throw to see if he can 
endure. Before we do that, we must look under the barbarian’s WEAPON listing on his profile again to see if 
there are any saving throw modifiers for a sword. 

There are. It says, “-1". 

On Gan’s profile sheet under SAVE it says his saving throw is “4+”, but the use of a sword knocks it down to 
“5+" on this occasion. 

Gan rolls a “2”, indicating he’s been lacerated to the degree that he’s out of commission for the rest of the 
game. 


Now that the assault phase of the Barbarians has concluded (and they haven't any firearms for a shooting 
phase) it’s Blake's turn. 

Blake skips the movement and assault phases but spends an action doing something else; for Blake's first 
action he'll request teleport evac for he and Gan. Looking at the teleport rules we see that he'll have to roll a 
3+ for the message to get through, but he rolls a “2”. 

It seems the Liberator has moved off station. (Pursuit ships must have shown up...) 

However this leaves Blake still facing off against a hostile barbarian holding a bloody sword... 

Blake uses his remaining action to draw his particle beamer (i.e. “Liberator Gun”) and fire! 

Blake is only 9cm away from the Barbarian, who is standing out in the open with no cover in sight. The 
particle beamer’s short range is 25cm so no problem. Blake fires and rolls a “5”. As his GS (gun skill) is 3+, he 
has no trouble in finding his mark. 

We take the “toughness minus” (T-) of the particle beamer (-1) and compare it with the toughness of the 
barbarian, which is 4+, which means the barbarian has to roll a 5+, but instead he rolls a “3”. His SAVE is 5+, 
but he rolls a “3” again. 

Blake has quite soundly gunned the primitive down... 


Some notes about Assaults: 
It should be mentioned that the loser of an assault needs to test toughness and take a save, and that in the 
event of a tie, the assault is inconclusive and continues in the opponent player's upcoming turn. 





During each assault action, whether it’s one on one or three against one, each character involved only rolls 
to-hit once and all rolls are simultaneous. 

If, in the above example Gan were to have defeated both Barbarians, we would have meted out damage to 
them both. 

If Gan had been beaten by both, we would have applied both damages and both save opportunities to Gan. 
If the die rolls indicate one win and one loss for side A and one loss for side B, the simultaneity of the die 
rolls unambiguously stipulates for everyone involved that there are two casualties and a winner (whichever 
sides those happen to fall upon). The simultaneity is important to remember to prevent players getting 
confused and making mistakes like wondering how so-and-so can kill someone when he’s already dead... 
(The answer being of course that it is assumed to have happened before he died due to the simultaneous 
die rolls.) 

The advantage of this system, rather than stipulating one-on-one fights only, is that it allows a mass of 
unskilled combatants to take down one big one using the weight of their numbers. Another advantage is 
that once players get the hang of assaults, they can resolve them more quickly than they could just doing 
large numbers of one-on one fights. 

Assaults which go unresolved in the course of one turn (due to a draw, for example) may continue in turns 
following, should players wish to do so. 

If you may be wondering about situations where there are multitudes of attackers and defenders, say, two 
against five for example, remember that it is necessary for the player whose turn it is to assign their models 
a single specific opponent when manoeuvring them into an assault, thus inherently keeping things a “one 
against a given number” situation regardless, and is thus a problem that easily solves itself by simply using 
the normal rules as provided. 


A round of assaults costs one action. Thus it is possible to win an assault begun in a previous turn and then 
move in the same turn, even if this brings you into another assault situation, but the resulting assault is then 
held over until the next player's turn since the model has no actions remaining. The assault begins on the 
following turn in that case. 

Note that characters who begin a turn locked in an assault already underway use 1 action to continue the 
assault this turn. In the event of a tie, they may use their 2 action this turn to continue the assault for 
another round. They can thus potentially fight two rounds of assaults each turn following until the tie is 
resolved. 


Clarification on unusual situations: 


If a unit wins a round of assaults against multiple opponents, only ONE of them is considered hit (unless 
otherwise noted; characters with a Talents rating always damage as many opponents as they best in the dice 
rolls of an assault) This represents a combatant who is being swamped with multiple opponents; he might 
take one or two out but eventually he will likely be overwhelmed by weight of numbers. Sometimes it may 


be necessary to randomise which model suffers the hit. Typically the model hit is the one with the poorest 
assault roll result though. 


It is possible to have a two or three against one situation during assaults in which, for example, character A, 
who is fighting three opponents (rolls a 4), beats character B and C (who rolled a 1 and a 2 respectively) but 
not character D (who rolled a 6). In this situation, characters B and C do not take damage. The assault is 
considered won before B and C, those with poor dice rolls, took damage. 

For example, Vila is fighting three federation guards and beats two in the dice rolls but the third beats him. 
Instead of the two losing guards taking damage, it is only Vila who is damaged, since the overall winner with 
the highest dice roll was on the Federation guards' side. 


Firing into assaults is prohibited except when using a sniper rifle. 


Special Rules: 


Teleport: 


Teleporting onto the table at the beginning of the game is an option for crewmembers of Liberator or 
Scorpio as well as several other types of units. Being teleported costs a unit no actions. They may take a full 
turn as soon as they are down. 

If a player decides at the beginning of a game to teleport models onto the battlefield, the first model down 
must appear at a random point on the table using the Random Entrance Generator (see below) unless there 
is sufficient justification in the scenario to presume that the battlefield is already well enough known to the 
ship's crew that they could conceivably enter at a precise spot. The first model (or models) teleported down 
to the surface of a planet may then select any point in LOS as a precise location for any further models to be 
teleported down. Communicating the requisite information to an orbiting ship costs 1 action. Further 
models being teleported onto the table must wait until the turn after the one in which the scout reported 
the location. 

If Cally should teleport down alone to a planet only to be captured immediately and have her bracelet 
confiscated, she may still communicate specific teleport coordinates using a Telepathic Action. 

Talking to Liberator via bracelet to request teleport for self or certain party members costs 1 action. 

Upon requesting teleport from Liberator or Scorpio (or any similarly equipped ship in your scenario) roll a 
D6: on a result of 3+ teleport may take place as desired. However, on a result of 1-2, the vessel is 
inexplicably not responding. Perhaps they were forced to move out of teleport range this turn, or someone 
left Vila on teleport duty. Characters may make another attempt to request teleport next turn. 


"I'm hit! Bring me up!" rule; When a Liberator (not Scorpio) crewmember is hit and fails a saving throw, roll 
to determine severity of wound (medi-kit style; see medi-kit). If wound is not incapacitating, they may 
request teleport whereupon they will treat themselves with System medical technology aboard the Liberator, 
healing themselves rapidly. Each turn, roll a die for each crewmember that was returned to Liberator. They 
may be teleported back down in base to base contact with the others on a result of 6. 


Random Entrance Generator: 

This is a special technique for randomly introducing teleporting models, or any other items onto the 
tabletop battlefield. 

The generator uses dice rolls and simple measurements to pin point a place on the tabletop onto which the 
new item will be introduced. It is important to first establish the size of your tabletop playing area, because 
the dice rolls and measurements you make will directly relate to this size. We assume that you are using a 6” 
tabletop, if you are using anything other than this an adjustment to the system can easily be made by 
changing the number of D6 to a suitable maximum result based on the diagonal measurement of your table. 





Starting at the centre of the table, use the scatter dice (or a simple spinner of some sort) to determine a 
direction. (Mark the path by extending your tape measure and placing it on the table if you like.) Next roll 
18D6, add the result together, and your item appears this many centimetres from the centre of the table. If 
the total would take the item off the table edge, then the item simply materializes at the table edge. 


Qverwatch: 
This is a special action allowing a character to shoot in the opponent's turn. The usefulness of this is, for 
example, covering doorways you expect the enemy to emerge from; it is logical that such a character lying in 


wait get the first shot. To represent this, a player moves his model into the desired position, spending 1 
move action and forgoes further actions for the character this turn. He indicates that the character is in 
overwatch by placing a small marker beside it. He may then fire in the opponent's turn when a target 
presents itself within LOS and range of his weapon. Entering overwatch does not cost an action since the 
action is delayed until firing. 

Thus, 

Move + drop into overwatch in the same turn is permitted. Move Fast + overwatch not permitted. 

It also means, 

Precise fire + overwatch is only allowed if character did not move at all in its previous turn. 

Robots are not allowed to use overwatch, but virtually every other unit can. 


Capturing Prisoners: 

There are many strategic circumstances in which it is more desirable to capture an opponent's model 
rather than kill them, such as those dictated by a scenario or for the purposes of accumulating victory points. 
There are two methods of going about a capture attempt which are generally available to all models 
(though, as we shall see, some may be better at it than others...): 





Method One - Assault to capture. This is a direct attempt to physically dominate and subdue an opponent 
using non-lethal brute force. It is done in the manner of a standard model-vs.-model assault action. First, 
declare to your opponent that the assault taking place is going to be an assault to capture action. The 
assault is settled in the normal way, adjusting the dice as usual for multiple attackers. If the attacker(s) wins 
the assault, the target model is not considered injured but considered captured it has been lost by its 
original player and is moved under the control of the capturing soldier's player. The model is considered 
permanently disarmed for the duration of the game and will remain in base-to-base contact with the 
capturing soldier until that soldier is killed, whereupon it reverts back to control of the original player. A 
soldier with a captive may not shoot at other targets since he is busy controlling his prisoner. He may, 
however, choose to fire anyway, but the captive will automatically revert to the control of its original player 
on that player's immediate turn following. Also, if a soldier with a captive enters hand-to-hand combat, his 
prisoner is equally relinquished. 


Method Two - Fire for shock. lf a potential captor model is within 15cm of a target model it wishes to 
capture, it may Fire for shock. The attacker closes on his target before shooting to intimidate the person he 
desires to capture, either by firing in the air, whizzing a bullet past their ear, or even possibly intentionally 
grazing them with a hit not significant enough to wound. This is achieved in game terms by coming within 
15cm of the target, announcing to the opposing player that a Fire for shock is underway, and rolling to hit as 
normal. If the Fire action is successful, the target model is undamaged, but is considered to have been 
thoroughly cowed into submitting to capture. (Accordingly, there is no need to roll for toughness or a saving 
throw during a Fire for shock action.) The “shocked” model may take no actions during it’s turn following. In 
the capturing player's turn immediately following the Fire roll, the capturing player must move his model 
into base-to-base contact with the target, completing the capture as well as disarming it. If this is not done, 
the model retains it’s weaponry (if any) and is immediately returned to the full control of it’s original player. 
Fire for shock manoeuvres can be followed by Stay or Break as outlined below once the capturing model has 
been moved into base-to-base contact with the captured model. 

If a model attempts Fire for shock and fails their to-hit roll, there is simply no effect of the target model, 
psychologically or otherwise. 


Notes: 

A captured model equipped with a teleport bracelet has that bracelet confiscated automatically provided the 
capturing model's leaders are aware of the function of the object and that the player in question remembers 
to announce that their model is confiscating it. Optionally the capturing model may also declare that the 
confiscating model immediately destroys it. If a captured model later reverts to the control of its original 
player, there is a 50% chance of the Teleport bracelet being recovered effective immediately, provided the 
capturing player did not declare that it was destroyed by the model which confiscated it. 


Stay. A captured model may be commanded to stay in one spot to free up the trooper controlling it 
provided there are no (non-captured) models allied to the prisoner within LOS of the prisoner in question. 
This trooper may not move out of LOS with the prisoner or move beyond 15cm away from the prisoner. 
Under these conditions, the trooper may shoot freely, but not engage in hand-to-hand combat or he will 


relinquish his prisoner as outlined above. Additionally, a single trooper may be left to watch a group of 
captured models, provided the captives are first placed in base-to base contact with one another forming a 
Captive Group. A captive group may be moved by this soldier in the same method as moving single captives 
outlined above. (Stay costs no actions) 


Break. To subdue a captive totally and bring them under further control of the capturing player, captives 
may be broken. This is achieved as a further non-lethal assau/t against the captive model. If the winner of the 
assault is the captive, the attacker takes no damage, having merely failed to cower the captive. If the winner 
is the capturing model, however, the capturing model has succeeded in intimidating the target model to the 
degree that the model is now considered permanently captured, and may be moved freely by the winning 
player so long as that player has troopers in LOS of the captive. If there are no troopers in LOS, the captive 
cannot be moved, but will not revert to the original player's control. 


Resistance Table: 

The Resistance Table, sometimes called the Resistance Chart, is mainly for resolving the mechanics for 
situations in which characters with Talents ratings must pit their skills against one another, though it has 
other uses as well. 

Please note that in a slight divergence from the generality used throughout this game of a success being 
indicated by rolling a given number and above, Talent vs. Talent rolls on the resistance table succeed by 
rolling the number indicated and below. 





(Note however that the only exception to this is when determining special Toughness calculation for vehicles 
using this chart (see vehicles). 


Here's the table: 
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By way of example, let us suppose that Dayna is attempting to use Orac to help her determine the likeliest locations in 
which blockages might occur within the glycolene ballast channels of a Wanderer-Class Planet Hopper. 

Now, in order to even be able to ask the question, Dayna’s player needs to overcome Orac's Obstinate skill, which 
represents Orac’s insufferable stubbornness. This is done by verbally “attacking” Orac using Dayna’s Talents rating of "4" 
cross-referenced on the chart against Orac’s “defending” Talents rating of "3". 

Remembering that resistance table rolls succeed at the indicated number and below, we see that Dayna must roll a 3 and 
below to succeed in overcoming Orac’s resistance to cooperate with instructions which he finds uninteresting, and Dayna 
finds it a bit difficult to avoid becoming mired in Orac’s evasive banter. 

Note now that if Avon were to have engaged Orac in Dayna’s stead (Avon holding a Talents rating of “2”), Avon would 
only need to roll a “5” or below in order to display enough wits to phrase his words in the manner which Orac finds 
logically acceptable. 


Positive Influence: 

Positive influence represents a leader's beneficial effect upon the soldiers under their command. Models 
within a leader's Positive Influence radius may add +1 to their GS and Assault stat so long as they are within 
this zone. (Though please note that the effects of multiple Positive Influence holders are not cumulative 
should their zones overlap.) 

It is possible that new players will strive to keep as many troopers as possible within this zone to maximise 
the resulting die roll bonuses, but be cautioned that large bunches on soldiers are irresistible targets for area 
effect weapons! 





Charmers: 

Models designated as Charmers hold certain irresistible appeal for soldiers only too used to the absence 
of females, the horrors of battle punctuated by dull expanses of boredom and waiting, and the stress of 
living on the edge for too long. 


Charmer. Designates a female character as being attractive enough to be a surprising or distracting presence 
on the battlefield from the viewpoint of a soldier. She can cause a slight hesitation, invite unintentional 
glances, or otherwise divert attention significantly enough to momentarily disturb a soldier's focus. This 
effect is represented in-game as a -1 shooting modifier to all shots directed against her or any model 
standing right beside her within a 5cm radius centring on the charmer. This applies only to shots originating 
from within 25cm and LOS. 

Furthermore, Charmers inspire protectivity in the normal people around them. If this character is hit and 
‘killed’ in combat, any allied character within 10cm my leap to her defence and protect her, taking the killing 
blow themselves. The character thus protecting her is treated as if they have failed their toughness and 
saving throws, so depending on the antagonist’s type of attack used and the protector’s toughness, it may 
be possible for some more rugged models to survive this otherwise most likely fatal ultimate act of mercy. 


Note that charmers have no effect on purely mechanical beings, other females, or male homosexuals. Note 
that they may potentially affect machine creatures with biological brains, certain aliens, or lesbian characters, 
as agreed upon before game start. Characters with a 7alents rating have more self discipline, and may test 
against this to shrug off the effect a charmer may have on their Fire rolls, though they must test each time 
they wish to fire. 








Vevices 

This section covers some sample devices which may be utilised as scenario features. They can be built over 
the course of a battle by characters with a talents rating and scientific aptitude as indicated on their profile. 
Devices are considered completed once a certain number of talents tests have succeeded. A talents holder 
may test for successful rolls once per turn whilst taking no other actions. Each device profile notes the 
number of successes necessary to create said device. Successes need not be consecutive, they are simply 
cumulative, and multiple scientists may hasten the accumulation of successes. 

If Orac is within 7cm of the person doing the construction, his interest and advice confers the advantage of 
+1 to talents rolls (note that this is true for whoever is in possession of Orac). 

Note that devices may not be created from nothing. A scenario should stipulate what is required to build a 
given device (such as the possession of parts, tools, a special laboratory, or an individual uniquely capable of 
building the device). Thus, players should assume that it will not be possible to construct a special device 
outside of the scenario parameters given. 

The counters Electronics Bits Box, Surplus Equipment, Engineering tools, Flutonic Power Cell, and Electronics 
tools provided with this game in the printable markers section are for use with the construction of devices. 
Certain combinations of these are necessary to have in a character's possession before they can begin 
constructing a device (see below for specifics). These construction markers may be placed strategically 
around the table for retrieval or might conceivably be found conveniently assembled together in a scientific 
lab or complex, depending on the parameters of the scenario. 


The following are some readily usable devices to feature in your games. These come in two types; tactical 
devices have a direct battlefield application whereas strategic devices are provided as a plot element or 
mission objective to secure in order to facilitate an ultimate victory as stipulated by a scenario. 


Players are of course free to devise their own ingenious devices! 


Sample Devices 


lonic Beam: 


ie) 


ie) 


Type: Tactical 
Successes required: 3 


Counters Required: Electronics Bits Box, Surplus Equipment, Flutonic Power Cell, and 
Electronics tools 


Details: This is a large tripod-mounted directed energy emitter. Can temporarily interfere 
with robots, a hit disabling them for a single turn. Also has strange effects on telepaths, 
disabling their telepathy for 1 turn and causing them to lose 1 action during that turn. The 
beam also causes possessees and incarnate Thought-Dimension Entities to lose a turn. 


To use: Roll to-hit. No toughness roll is required. Save possible. 10cm radius. Recharge 
unnecessary. Do not re-align. 


Dirtside Force Wall: 


ie) 


Type: Strategic 
Successes required: 5 


Counters Required: Electronics Bits Box, Surplus Equipment, Engineering tools, Flutonic 
Power Cell, and Electronics tools 


Details: Generates a gigantic force blister capable of shielding an area the size of a city 
against bombardment from space. 


To use: Once constructed, power up and activation requires two actions. 


Artificial Telepathy Emanator: 


ie) 


ie) 


Type: Strategic 

Successes required: 6 

Counters Required: Electronics Bits Box, Flutonic Power Cell, and Electronics tools 
Other requirements: A subject with a message to send... 


Details: This device can be used to transmit messages directly into the minds of people 
who are either too far away for normal transmissions to reach without prohibitive time lag 
due to physics or who are simply otherwise untraceable or unreachable without such 
specialised equipment. The device can isolate one mind out of the untold trillions in the 
galaxy and facilitate communication with them in real time. 


To use: Construct the device and turn it on using an action. The subject stands in base-to- 
base contact with the device and sends the message over a pre-determined number of 
turns. This device might be used to allow resistance leaders to appeal directly to Blake for 
assistance, might allow the Terra Nostra to ask Amagon Pirates or Bayban to perform a job 
for them, or it might be used by Travis to establish a dialogue with representatives of 
Andromeda. The use of the device can thus be employed as a prelude to further battles 
during a campaign. 


Radiation Emitter: 


ie) 


ie) 


Type: Strategic 


Successes required: 7 


Counters Required: Surplus Equipment, Engineering tools, Flutonic Power Cell, and 
Electronics tools 


Other requirements: Shielded room 


Details: This device saturates the area outside the shielded room with deadly levels of 
radiation, sterilising the area of all unprotected life. 


To use: Construct the device, pull all remaining friendly forces into the shielded room, 
close the doors and activate. 


e Tele-Suggestion Broadcaster 


(e) 


(e) 


Type: Tactical 
Successes required: 4 
Counters Required: Electronics Bits Box, Flutonic Power Cell, and Electronics tools. 


Details: This device is keyed to the thought-patterns of a particular species. The device 
does not work on humans, but can potentially effect animals, non-human, and semi- 
human NPCs. At brief intervals, it transmits a mental suggestion in the form of a single 
simple idea, such as, “humans dressed in black must not be attacked”. 


To use: Construct the device and turn it on using an action. Henceforth, all NPCs such as 
Mutants or Links must roll a 6 to be allowed to proceed if they try to attack members of 
the force in question. 


e Thought Dimension Entity (TDE) Summoner 


ie) 


ie) 


Type: Tactical 
Successes required: 3 
Counters Required: Electronics Bits Box, Flutonic Power Cell, and Electronics tools 


Details: This device propagates undirected waves into the thought-dimension which act as 
a beacon attracting TDEs. 


To use: Construct the device and turn it on using an action. Roll a D6 each turn. On the 
result of 3+, a TDE will join the force operating the device to be utilised by its player. As a 
safety feature, the device is set to deactivate once a TDE is secured for use. 


e Holographic Structuralizer 


ie) 


ie) 


Type: Tactical 
Successes required: 3 
Counters Required: Electronics Bits Box, Flutonic Power Cell, and Electronics tools 


Details: This device causes a gigantic hologram to briefly appear above the battlefield. It 
was originally designed long ago for propaganda uses before it was realised that most 
enemy soldiers were totally unimpressed by such gaudy theatrics. Nowadays certain 
individuals have noticed however that should one utilise the technology in territory held 
by Barbaric Primitives and contrive a hologram based on the appearance of one of their 
gods, one can rapidly gain the enthusiastic cooperation and continued support of said 
primitives after a nice convincing divine endorsement... 


To use: Construct the device and turn it on using an action. Allow one turn to elapse as the 
hologram is played. Afterward, Barbaric Primitives present on the battlefield (NPC or not) 
are considered models playable by the force possessing the device. Barbaric Primitive 
characters with a Talents rating, however, must take a talents test after witnessing the 


hologram. If they fail their test, they too have been duped into servitude, but those 
passing their test have proven canny enough to be highly suspicious of the deception. 
They sense no spiritual presence from the purely visual construct, and thus remain at 
liberty. 


e Dalek Jammer 
o Type: Tactical 
o Successes required: 4 
o Counters Required: Electronics Bits Box, Flutonic Power Cell, and Electronics tools 


o Details: Operating on principles deduced by Orac. Feasible after querying Orac on how to 
stop Daleks, he can dictate how to build one. 


o Touse: As weapon using wielder’s GS. Range 20cm, 4cm radius. Daleks hit are 
automatically deactivated on 4+ 





Non-Player Characters [NPCs] 


NPCs may be used as an interesting feature in any number of scenarios. These can take the form of anything 
from hostile alien creatures or local civilians. 

It is recommended that large numbers of NPCs be organised into pods; small groups which are easier to 
manage. This is particularly suited to Human NPCs. As a rule of thumb, non-human, aggressive NPCs seem 
to work best when treated as individual models. 


NPCs and Random Movement 

NPCs are utilised in the following manner: 

Any NPCs present in the scenario are given their own “turn” in which their activities are played out. The 
random movement rules presented are quite fair, but in order to minimise any possibility of player bias still 
further, it is recommended that a third player take charge of them, but two can simply alternate in managing 
civilian turns. 





It is recommended that large groups of civilians be organised into the aforementioned “pods”; small groups 
of people which move together in order to minimise time spent on the civilians phase. Pods can easily be 
viewed as representing groups of co-workers, family, or friends who wish to remain together during a crisis. 
Resistors are individuals who are frightened and angrily defend against the encroaching military forces. 
These individuals do not perceive either force as sympathetic and resent all armed parties, outraged over the 
upheaval war has imposed upon their lives. They react with rage and violence. Resistors are comparatively 
less common. Most NPCs just want to avoid getting hurt as conflict erupts around them. Resistors may occur 
in NPC groups such as Scavs or Civilians. It is recommended that any resistors be allowed to operate 
autonomously and not within pods. 


Deployment of NPCs: 

Prior to playing, and before deploying military forces onto the table, deploy NPCs at random, taking turns 
with the other player. If simplicity is desired, organize the civilian models into small pods of between three 
to five models each in base-to-base contact. 





The Civilian Turn 

Players take alternate in managing the turn of the civilians, who effectively constitute an invisible third player 
for game purposes. Randomly decide which player manages the civilians first then proceed to alternate each 
turn. 

Civilian Movement Phase: 

Civilian Pod movement is contingent on several reactive factors. If these factors do not apply, move pods 
randomly as described under “Random Movement”, below. 

Resistors movement is a bit different and uses the rules set called (appropriately enough) “Resistors’ 
Movement". 


Reactive movement: 
Armed Elements have entered LOS beyond 40cm: The first time this happens for each pod, the 
civilians will stop and stare. They are turned to face the forces in question and do not move this 
turn. The second time this happens, the pod will move 2D6cm in a random direction. 


Armed elements are within 40cm: Civilians will begin to move toward cover. Move the pod 2D6cm 
toward the nearest source of cover. If civilians are already in cover, they have decided their cover 
isn't good enough on D6,4+ and move to the next closest bit of cover tending away from soldiers 
in LOS, but not retreating off the table edge. 

If firing is taking place, add 1D6 to the movement roll. 


Armed Elements are within 20cm: Civilians move toward cover. Move the pod 3D6cm toward the 
nearest source of cover whereupon they will hide. If civilians are already in cover, they will hide, but 
on D6,4+ they decide their cover is too close and sneak to the next closest bit of cover tending 
away from soldiers in LOS, but not retreating off the table edge. 

If firing is taking place, civilians will stop moving and hide as soon as they reach any cover. They will 
stop hiding and move away from soldiers into the next available cover as soon as soldiers move 
away beyond 40cm. 


If at any time an armed civilian is fired upon, assuming he survives, he will henceforth become a 
resistor automatically on a D6 roll of 4+. Test also for other armed models in his pod. 


If none of these factors applies, roll scatter dice to determine a random direction and roll on the chart below, 
generating separate results for each pod: 

1D6cm 

15cm 

2D6cm 

10cm 

3D6cm 

18cm 


Au RWNE 


Resistors’ Movement: 
Resistors do not operate randomly, but according to a series of protocols which the players can fulfil as they 
take turns moving them: 


Roll a dice the first time it is a Resistor’s turn and apply the following result, sticking with his plan until he 
shoots someone, then re-roll and apply the new result as his mind races through different schemes. 

1. Is a soldier in range? If not, move toward the nearest soldier to place yourself in range and within 
cover which offers a good shooting position. If soldiers are in range, open fire! 

2. Charge toward the soldiers defiantly firing! Death to the invaders! 

3. Got to get in close! Move from cover to cover at top speed to close with the enemy, then stay in 
cover and wait until they are within short range of your weapon in order to fire for maximum effect 
when you spring out and surprise ‘em! 

4. Keeping out of LOS of any soldiers, find a nice little loophole or nook giving a good view of an area 
soldiers are likely to move into- an alleyway would be perfect. Here, drop into overwatch and just 
wait... 

5. Move into the nearest building, put your back to the wall opposite the door, and drop into 
overwatch. Take ‘em by surprise and blast ‘em at short range! 

6. This Resistor knows where the closest civilian charmer is. He’s always had a thing for her and now 
that everything is going to hell she'll need his protection! The resistor will move to the nearest pod 
containing a charmer (arbitrarily nominate a model as necessary) and make a pod with her (at 
gunpoint)... then he will operate according to “5" above while his captive charmer will Aide. 


NPC shooting phase: 
After moving all NPCs, the resistors present will then begin firing according to their given protocols. 


Capturing NPCs: 

Forces may capture NPCs, from Mutants to Civilians and Scavs, just as described under Capturing Prisoners 
(see Capturing Prisoners), but with a few minor differences. 

Whole pods may be captured instead of single models when using Assault to Capture actions with the 
civilians perceiving the individual assaulted model as hostage to their cooperation (remember, pods 
represent friends or social groups). Fire for Shock actions work similarly with the exception that the soldier 
attempting to capture them by firing into the air to intimidate will set off a panic/flight response if he fails 
his Fire for Shock shooting roll. These models flee at 22cm per turn endeavouring to move out of LOS with 
the Soldier. After that, they will continue to move fast toward the nearest totally concealing hard cover and 
hide (remaining there until soldiers move at least 40cm away). This can be interrupted by other capture 
attempts. 








Terrain 


Some wargamers assert that it is close attention to just the right quantity of terrain as well as the artfulness 


of its placement which is the key to a really satisfying tabletop battle. Others say, “The more terrain, the 
better the game.” 


Terrain effects: 
e Sources of slowed movement 
o Loose Ground (fine deep sand, gravel): -1D6cm 
o Mud/Snow: -2D6cm 
o Difficult Ground (cluttered with obstructions such as heaped rubble or heavily-strewn 
boulders, or the shattered interior of a crashed space vehicle): -3D6 





Victory Points System 


Sometimes it isn't necessary to fight to the last man. Military action is always about achieving an objective. 
That people usually die as a result is only of secondary concern... 


Generally a Primary Objective is delineated to each force commander before the engagement takes place. 
Sometimes a Secondary Objective is assigned as well, which can make scenarios more challenging to suit 
very experienced players. 


Killing or capturing enemy is always worth Victory Points in addition to any earned through the 
accomplishment of Mission Objectives. These are awarded as follows: 
e 1VP for each enemy soldier killed or captured. 
e For character models, such as officers or leaders without a talents stat, they are worth 2VPs killed 
and 3VPs captured alive. 
e Character models with a talents stat (e.g. Liberator/Scorpio Crew, Travis, Bayban etc.) are good for 
AvPs killed or 6VPs if captured alive. 
e —_Servalan, Avon, and Blake are so significant that they are each worth 8VPs dead or 10VPs if 
captured alive. 
e Each enemy vehicle destroyed is good for 3 VPs or 5 VPs if captured intact. 


Special Victory Points / conditions 





o Federation: 
« Liberator crew: 4VPs killed or 6VPs if captured alive. 
= Blake/Avon: 8VPs killed or 10VPs if captured alive. 
= — Capturing Orac: 10VPs. None if destroyed. 
" — Capturing the Liberator: If the game ends with Federation elements aboard the 
Liberator and no non-wounded Liberator crew are aboard; 20VPs 
o Resistance: 
" — Servalan: 8VPs dead or 10VPs if captured alive 
« — Travis, Samor, or Federation Field Officer: 4VPs dead or 6VPs if captured alive 
o The System [Early period - not allied with the Resistance (For late period- see Resistance, 
above.)]: 
"  Servalan: 8VPs dead or 10VPs if captured alive 
Travis, Samor, or Federation Field Officer: 4VPs dead or 6VPs if captured alive 
Blake/Avon: 8VPs killed or 10VPs if captured alive. 
Liberator crew: 4VPs killed or 6VPs if captured alive. 
Capturing Orac: This depends on whether Orac is passive or resists. As points are 
tallied, roll a D6: 4-6 = 10VPs. 1-3 = -10VPs! 
«  Recapturing the Liberator: 20VPs 
= Capturing an enemy machine/vehicle/computer/robot: 3VPs 
o Andromedans: 
« Wiping out the opposing army: +10VPs 
« Killing opposing leaders: +4VPs 
"Capturing opposing leaders so they can be imitated with polymorphism: +8VPs 


Primary Objectives are determined according to scenario or randomly generated before the game begins. 
The following are possible Mission Objectives: 


(Don't forget to randomly decide who gets to deploy his forces first in the scenario; it can be very important, 
as can be discerned from the below...) 


Military and Tactical Objectives 


e The Occupiers - A specific terrain feature (no less than 50cm from your own table edge) must be 
stormed and captured for its strategic value. If there is at least one friendly model on or in the 
terrain feature at the end of the game with no enemy models within 20cm of it, 20VPs are awarded. 
If these conditions are not met precisely, no VPs can be awarded for this objective. 


The Defenders - Your force deploys on, in, or around a specific terrain feature (a hill or a building, 
or the bridge of a starship). There must be no enemy models within 20cm of the terrain feature at 
the end of the game. Additionally, at least one friendly trooper must be within/on the terrain 
feature. If these conditions are not met precisely you earn no VPs for this objective. If the position 
has been successfully defended, you earn 15VPs. 

Seek, Locate, Annihilate - The enemy must not be allowed to survive. Exterminate them all. This 
game, killed enemy are worth double normal VPs. Any enemy soldiers, characters, or vehicles 
remaining alive after the battle are —1 VP each. This is not counted for enemy who voluntarily left 
the table. Take no prisoners, as they have no VP value for you this time. 

The Assassins - An enemy VIP could potentially alter the course of the entire conflict if they are 
allowed to live. This person must be destroyed. If you fail to assassinate this individual, the game is 
automatically lost. However, if you succeed, you gain 15 VPs. 

The Abductors - Your superiors need a particular enemy VIP kidnapped from the battlefield. He 
could be a valuable hostage for negotiations, or perhaps he knows something potentially 
explosive... The accomplishment of capturing a specific, pre-arranged individual ALIVE and 
transporting them off the table edge from which you originally deployed is worth 20 VPs. You lose 
the game automatically if the character's death is a result of your actions. 

The Protectors - The survival of a certain VIP in your group is essential to the war effort. If this 
person is killed you automatically lose the game. If they survive the battle you gain 15 VPs. 
Escape Force - Your entire army is attempting a breakout from encirclement in a pocket of 
enemy forces, or is attempting to blitzkrieg past the enemy’s military front. 1 VP for each soldier or 
vehicle that makes it across the table to the opposite edge. Teleport not allowed for your side this 
game. 

Escort and Evat - A specific VIP in your battlegroup must be safely escorted to the opposite 
table edge from the one in which your forces deploy. 15VPs for accomplishing this mission. 

The Enslavers - Your superiors are desperate for slaves, specimens to analyze, prisoners to 
interrogate, or human raw materials for experiments. Bring back as many prisoners as possible. 
Using this as a Primary Objective makes prisoners triple value apiece, Le. 3 VPs for common soldiers 
or 12VPs for characters. 

The Demolishers - Destroy a specific, pre-arranged building or vehicle using the timed charges 
available to certain models or by using flamethrowers or Molotov cocktails to put at least three 
flame radii inside the building. 15VPs. 

The Liberators - Your military unit is in dire need of supplies; whether it be fuel, vehicles, spare 
parts, food, etc. You must launch a raid on the enemy! It takes two actions to carry/move a unit of 
supplies (fuel, parts, food, etc.) 10cm, and a further two actions to load them onto a vehicle. For 
every unit of supplies captured, you earn 5VPs. If capturing vehicles, each one is worth 7 VPs with 
the exception of tanks, which are worth 15 VPs. (remember, it takes only one man to drive a tank, 
but for combat it requires a full crew). Captured items must be taken safely to the capturing 
player’s deployment zone (1LOcm from the table edge) in order to receive VPs for them. 

The Rescuers - A group of friendly POWs or NPCs must be freed from captivity at the hands of 
the enemy, or maybe a group of demoralized friendlies are holed up undetected in an isolated 
building, surrounded and outnumbered, not daring to move. Either way, you must link up with 
these troopers (or civilians), rally them, and lead them to freedom. Successfully achieving this 
objective earns you 20 VPs. The isolated models may not move until one of your force’s models has 
moved into base-to-base contact with one of them and/or rallied them with any psychology rules 
as per your agreed upon scenario. (such as a need to specifically use Blake to rally them...) 

The Exterminators - (Federation, Bayban’s Pirates, The System, Barbaric Primitives, and Rogue 
Fed Troopers only) An operation of eradication is ordered against the populace and any force 
stepping in to protect it. 1 VP is awarded for each civilian killed. If at the end of the battle there are 
no surviving civilians, an additional 10VPs are awarded. 

The Vivisectors - (Andromedans): Your masters are curious to know more about human biology 
for weapons development. We already have numerous male specimens; a captive female of the 
species in prime condition would add greatly to our knowledge of the species. Capture healthy 
female humans (specifically charmers) and retain them until the end of the game for 10 VPs each. 








Scenarios 


This section is divided into three subsections. 
First we'll offer scenarios quantified from events depicted in transmitted episodes of Blake's 7 series A-D. 


The second section consists of new scenarios designed as events having taken place off-screen during series 
A-D. These might accordingly be thought of as the events of untransmitted episodes. 


In the third and final section, we'll present players with an opportunity to follow on from the events of the 
final episode and explore in their games what might have happened were a Series E to have materialized for 
us in 1982... 





Scenarios based on selected episodes 





Series A: 


Seek, Locate, Destroy 

The Liberator crew require a cipher computer to stay ahead of the Federation. In order 
to get one they plan to raid a Federation base, steal it, then blow the place up so no one 
knows its missing. 
After teleporting down and ending up outside the gates, Vila must get everyone inside 
using his lockpick skills. Then they must penetrate into the lightly manned computer room 
where the device is installed and remove it whilst holding off the guards. Avon must 
succeed at one 7echnical Mastery success before concluding that the machine is held 
down by something he can’t quite fathom. He then turns things over to Gan, who rips the 
machine off its bolts via three successful Feats of Strength. Meanwhile, delay mines must 
be planted in all the surrounding rooms. If the crew succeeds in their tasks it is discovered 
that Cally was not teleported up with everyone else. 
Part two of this scenario sees Travis holding Cally prisoner and demanding to see Blake 
teleport into the middle of a Federation base- Though, the players might come up with 
their own approaches to this last setup... 





Bounty 


This is a smallish battle using only liberator crew and two or so squads of Federation 
troopers. It is a good starter scenario to get the hang of the rules. 
President-in-exile Sarkoff is being held with his daughter at a moderately guarded 
chateaux in the middle of a forest. 
Federation forces begin on the grounds outside the house. 
Blake and selected crewmates attempt to teleport into the house to rescue Sarkoff. Once 
they make contact with him however, it is discovered that the Liberator will not respond to 
requests for teleport! It therefore becomes necessary to abscond with Sarkoff in a ground 
car. 


Series B: 


Federation Brief: Two Federation squads are positioned “on patrol” at random starting 
points on the table. Their forces are under orders not to enter the house, but must now 
prevent Sarkoff from escaping and kill the intruders! 

Liberator Crew Brief: Teleport “cold” onto the grounds using the random entrance 
generator. No further teleportation is possible this game. One gaining entry to the house 
via a scalable bit of wall, it will be necessary to talk Sarkoff into participating in his own 
escape. Test against Blake’s Orate skill to succeed, after which Sarkoff goes from NPC to 
playable character (Tyce too). Then, get Sarkoff off any table edge, car or no car. 

Part two of the story begins when (if!) the crew return to the Liberator, whereupon they 
discover a small force of Amagons who are interested in capturing them and their ship... 


Countdown 


This scenario is an interesting and elaborate confrontation between Federation and 
Resistance armies as Albian liberation forces desperately try to escape living an existence 
hostaged to Federation rule. The Federation have planted a doomsday bomb somewhere 
on the planet and are sworn to detonate should the people of Albian ever attempt to 
overthrow oppression at the hands of their Federation dominators... 

The table: 

In the episode, the Federation base on Albian was a multi-level complex with lots of 
corridors and a hangar containing the escape shuttle. (Unless you have enough tables set 
up to represent additional levels, certainly a single level will suffice without impairing the 
enjoyment.) The base complex must be setup containing a main control room with a 
generic device marker or appropriate model representing the destruct mechanism. The 
control room must also have a main entrance as well as a special door opening into a 
secret tunnel which comes out at the rocket silo. The Federation Space Assault Force 
element in this scenario is headed by a Federation HQ section (see profiles). Each time this 
control room door closes, it can only be opened again by Federation personnel belonging 
to the HQ section. (But if Vila is present and opens the door it will remain open 
henceforth.) 

The Space Major and Technical trooper are in charge of triggering the titular countdown 
device once it is evident that the base is under attack. This is done by the pair of them 
standing in base-to-base contact and rolling two simultaneous talents successes while 
taking no other actions. Once they have achieved this, they are to use the secret tunnel to 
get to the launch silo. Once aboard, the Space Major must spend a full turn in the cockpit 
and roll a talents success to secure launch, winning the game. 

In the episode, it transpired that the tunnel became blocked by explosion debris and 
Space Major Provine had to wait in the tunnel for Resistance troops to leave the control 
room before emerging again. Since doing this exactly as depicted on screen might lead to 
a few uninteresting forced events on the part of the plot of the scenario, players may 
instead find it more interesting if this tunnel were blocked only just before the exit door 
opening into the rocket silo itself, yet also contained a number of branching side-galleries 
which each have exits at other HQ-only exit doors around the complex. This will allow 
Provine a bit more room to manoeuvre and won't interfere with the momentum of the 
came or constrain things with compulsory events. 

Things might seem grim for the resistance but they still believe they have a chance. If the 
countdown is set into motion, the resistance might still stop the countdown provided the 
Space Major can be found. In game terms, resistance forces will need to capture and break 
Provine in order to force him back to the device marker and have him perform a talents 
test to stop the countdown. 

This might be a natural point to end this scenario but as we both know, things weren't so 
easily resolved! Provine reveals that the countdown cannot be stopped, and this leads us 
into part two of this scenario... 

Part Two: 

As the scenario continues a little later on, Avon and Grant have just teleported into the 
polar station to defuse the destruct device proper. Since there would be little to nothing 
more for the Federation player do but sit and watch from this point on, we provide a little 
additional spin on the plot in order to rekindle some excitement for all involved players: 


The leaders of a Federation Space Assault Force battlegroup external to the base reason 
that the Resistance fighters may in fact prove capable of defusing the bomb. In order to 
prevent them ending up in total control of the planet should this occur, the base will need 
to be retaken and the resistance element exterminated. Thus, a counter-strike upon the 
base is initiated, with Resistance forces now being required to defend the captured 
complex as much out of self-preservation as anything else. Should the bomb be diffused, 
it would be a pyrrhic victory indeed for the Resistance if the attempt to free Albian was 
ultimately quashed in the end. They must now fight for their lives as well as to retain the 
progress they have made. 

At the polar station, Grant and Avon will have seven turns in which to deal with the bomb. 
They will need to roll four simultaneous talents successes (costing two actions apiece for 
each ‘try’) in order for the bomb to be defused. Removing their teleport bracelets will earn 
them another turn to try one last time. Should they succeed, there is still the ongoing 
battle at the base to be resolved before either force can truly emerge as the victor in the 
battle for Albian... 


Series C: 


Rumours of Death 

This is merely a simplified version of the plotline of the exquisitely multilayered episode. 
This scenario concentrates only on the purely tactical aspects of the attempt to overthrow 
Servalan at her HQ. 
The Table: 
The HQ is a complex of rooms on the east side of the table. One room is the security room 
containing the security commander, and the other rooms are used to deploy Servalan’s 
forces, which consist of a mix of regular troopers, Special Space Service, and Iron Guard. 
The rest of the table is covered in forest terrain, with the west side being the deployment 
zone for the resistance troopers. The intervening woodland has three spots where there 
are security cameras, but a resistance trooper carries a device which interferes with camera 
systems up to a range of 30cm. 
The resistance forces will move through the area once monitored by the deactivated 
camera and get into cover (getting once more out of LOS of any cameras- so note that 
there should be adequate cover provided). (Note: For this scenario, we are using the 
profile of Avalon to represent Sula Chesku.) Sula must then approach the reactivated 
camera the resistance troops passed previously and engage the security commander in a 
resistance test (the commander is quite canny and has a Talents rating of 3). If Sula fails 
this test, the commander will scramble the Federation troopers so they can engage and 
destroy Sula’s troops on the grounds before they reach the house. (So until this happens 
the Federation player is restricted to manoeuvring within the HQ building, but may 
manoeuvre freely after the alarm is given.) Sula must get her forces past three cameras in 
this way in order to have the greatest chance of reaching Servalan before she has a chance 
to escape. 
Federation brief: Crush the coup and kill their leaders. 
Resistance brief: Storm the HQ and capture Servalan. At the end of the game, Servalan’s 
office must contain least three resistance models. Furthermore, Servalan must be captured 
and broken for the revolution to have been a success. 








Series D: 


Headhunter 


Long a fan-favourite, Headhunter is an excellent episode and is simply loads of 
ghoulishly thrilling fun. Our version is presented here with rules for solo-play; you can put 
Muller's android on ‘autopilot’ using the movement protocols and play the game alone 
with your opponent being chance itself... 

As the scenario begins, “Muller” has just been revealed to be an android and has just killed 
Vena. All Scorpio crew begin in the same room with the Android and get the first turn. 
There is also a box in the room beside the android. It takes one action to pick up the box. 
It takes another to transfer the box to Vila, who must then open it using his lockpick skill, 
making the inhibitor head available to the characters. The head can be transferred to 
another character using one action. 

Soolin begins the game carrying Orac. She may use Orac to keep Muller's android busy, 
leading it astray and buying time for the others to lay a trap (see below as to how this is 
handled in-game), but if the android catches her it will kill her and unite with Orac 
beginning a new era of computer domination and universal human slavery. 

While Soolin is busy with the android, Tarrant and Dayna must visit the hydroelectric 
blockhouse to throw some preparatory switches, necessitating two separate Talents 
successes each (one test may be made each turn). 

With the power turned off, Avon must then visit a power tower near the metal footbridge 
over the river and climb to the top to do some wiring, passing a talents test when he 
arrives (one test may be made each turn). Then Avon must go to any point on the 
footbridge and pass another talents test to connect up the power leads. 

The android must then be manipulated into moving onto the footbridge. Once he is there 
Avon will contact Dayna and Tarrant via their bracelets (costing no actions) and tell them 
to throw the power. Doing this turns out to be a little difficult. Dayna & Tarrant must both 
pass talents tests simultaneously or it will not work. (And if that happens the robot may 
need to be re-lured back to the bridge.) If Dayna and Tarrant succeed, the android will be 
electrocuted and will lose D3 turns. Avon will then need to swoop in and connect the 
inhibitor head to the android by passing a talents test (costing one action, but one test 
may be made each turn). Once the head is connected, someone must attach remote 
detonator bombs to the android so that he can finally be blown up. 


Attempting to blow up the android before attaching the inhibitor head is ineffective, since 
the android’s auto repair will immediately return it to functionality the following turn (and 
characters wishing to engage in the pointless exercise of placing remote detonator bombs 
directly onto the android without subduing it would first have to win an assault against it 
before doing so). 

Attempting to influence the random movement of the android is the only way to win the 
day. Orac can be used to ‘ping’ Muller's Android, forcing it to move toward the model 
holding Orac. This is none by switching Orac on briefly so that the android detects him, 
but in game turns costs no actions. Players wishing to ‘ping’ the android may only need 
decide to do so prior to the android’s movement phase and adjust it accordingly, 
otherwise random movement is generated using the guidance protocols (see below). 


Android Protocols: 

e Random movement- Follow these protocols for movement if the 
android has not been ‘pinged’ this turn: 
If Orac is in LOS of the android, it will always move directly towards him. 
Upon reaching base-to-base contact with a model holding Orac, 
Muller's Android will assault that character, who will then drop Orac 
(place the Orac model next to the assaulted character.) Because of the 
nature of the game system of taking turns, and because the Android will 
have just spent his turn in this circumstance, there will be one turn for a 
nearby model to pick up Orac and run away. Picking up Orac costs no 
actions. If no one else is there to grab Orac at the last second, Muller's 
android will use his immediate turn following to pickup and unite with 
Orac, winning the game himself. 


If Orac is not in LOS and there is a Scorpio crewmember within LOS of 
the Android it will move toward the closest model with the intention of 
assaulting them. If no crewmember is in LOS, roll a D6 and move the 
android via the shortest possible route toward the model indicated: 


1. Avon 

2. Vila 

3. Tarrant 

4. Soolin + Orac 

5. Dayna 

6. Same target as last roll 


Terrain for this scenario: 

The table should naturally reflect a nice mix of Xenon base interiors (with two 
entrances/exits), and an exterior portion in which the hydroelectric blockhouse, the power 
tower, and the footbridge are all located. 

Note, however, that there is a subtle way to adjust the difficulty level of this game 
according to the placement of the plot-point terrain pieces relative to one another. Also, 
added exterior terrain features can further obscure LOS on the part of the android, slightly 
altering its movement behaviours. 





Scenarios Representing Untelevised Adventures Set 
During Series A-D 


Series A: 


Deserter 


Federation Space Captain Del Tarrant made a number of irregular contacts in the 
course of his duty of helping to pacify a dissident space colony. The underworld element 
at the spaceport he'd visited offered a number of tempting opportunities, not the least of 
which was accepting a bribe from a resistance agent working as a bartender in the DMZ 
who became aware of Tarrant’s increasing reputation for insubordination. This fellow 
succeeds in soliciting Tarrant’s assistance in diverting a shipment of Federation support 
weapons to his cause. Increasingly dissatisfied with military life and the oppressive ways of 
the Federation, Tarrant allows himself to be swayed finally by the sizable amount of cash 
involved and discerns an opportunity to obtain for the man some much needed weaponry 
in the form of a Federation cargo flyer loaded to the brim with crates containing Destroyer 
support weapons fresh from manufacture and intended for the front lines. 

Tarrant absconds with the Flyer and meets the resistance agent at a pre-arranged 
rendezvous point at a clearing in a remote forest. Resistance soldiers emerge from the 
woods to take possession of the arms being unloaded from the Flyer. Unexpectedly 
though, a second Flyer appears containing none other than the infamous Bayban the 
Berserker and his notorious crew of psychopaths. Bayban intends to capture the arms, 
perversely planning to ransom them back to the Federation for an enormous price, having 
been tipped off about the arms deal by the self-same bartender who recruited Tarrant. 
This bartender is, in fact, a double agent. His true purpose was in luring out the wanted 
fugitive Bayban so he could be trapped and killed, thus deleting the embarrassment to the 
administration over their inability to bring him to justice. Accordingly a couple of squads 
of Federation troopers break from the cover of the woods the moment Bayban arrives. 
Tarrant finds himself just as surprised as the resistance soldiers present and falls in with 
them for self-defence as the plasma bullets begin to fly... 

This is a three-way scenario. 

Federation Goals: Kill Bayban, with exterminating the resistance soldiers and the deserter 
Captain Tarrant coming secondarily. 

Tarrant & the resistance soldiers: The soldiers, trapped, fall in behind Tarrant’s natural 
leadership skills. Tarrant quickly discerns that they must capture a flyer and make for his 
pursuit ship at the spaceport and escape the planet. 

Bayban’s Goals: Take possession of the Cargo Flyer containing the shipment of weapons 
while killing as many people as possible to maintain his reputation... 


Bio-Base Six 


A group of Amagon slavers have discovered they can make money by capturing 
cannibalistic mutants from shunned colony worlds long-ago decimated during the Atomic 
Wars, and then selling them to the Terra Nostra for use in illegal pit-fight gambling. 
Unfortunately the colony they have chosen to plunder is discovered too late to be a 
closed-planet off limits to everyone due to the presence of a classified Federation bio- 
weapons development complex... 

At the Federation facility, automated security scanners detect the presence of a party 
foolish enough to have landed a small ship in the ruin covered area surrounding the base. 
The poor fools must not know that the land is crawling with mutants, not to mention the 
terrible creatures developed at the bio-weapons plant which are being field-tested in that 
very region. They'll never make it back to their ship alive- But just in case they do, dispatch 
a heavy patrol to wipe them out before they see anything they shouldn't... 

Amagon Goals: Capture and collar as many mutants as possible whilst holding off the 
Federation forces. The promised cash is worth the risk. Also have your men try to capture 
whatever is making that terrifying growling shriek noise... The Terra Nostra boss might pay 
big for a horrible beast he could feed his enemies to! 


Federation Goals: Wipe out the Amagons. They might be operating as spies... Outflank 
them with a fast, tiny force using buggies and put a remote-detonator bomb in their ship. 
Then exterminate the survivors. And try not to lose too many men to the roving 
carnivorous experiments while you're at it... 


Standoff on Valphon 

Federation methods are becoming more underhanded all the time. Annexation attempts 
against the neutral planet Valphon, a small planet nonetheless harbouring extraordinarily 
abundant natural resources, have thus far been resisted owing to Valphon’s elaborate 
defence system; a network of orbital stations equipped with a highly secret type of 
extremely long range ion cannons capable of disabling any approaching fleet before they 
are ever able to close within attack range. However, a new scheme has been initiated by 
the Federation to force the world to surrender. A Federation Special Space Service 
commando squad has just taken over a small Valphonian trading freighter while it was 
docked at a neutral space station. The vessel was then loaded with Federation Space 
Assault Force troops while on its scheduled return journey back to Valphon. Once past the 
orbital stations the freighter deviated from its registered flight plan and descended upon 
the relatively sparsely guarded presidential HQ. The Federation force then captured the 
suite of the Valphonian’s beloved leader, the popular and fair Sabetha Kembel. They are 
currently demanding that the orbital stations be disabled, knowing that a Federation fleet 
is waiting to swoop in and destroy them the moment they are brought offline so that 
planetary occupation can proceed. The parliamentary chairman desperately transmits a 
call requesting assistance, bringing the situation to Blake’s attention while Valphonian 
regulars standoff with the entrenched Space Assault Forces surrounding the compound. 
Inside, at the centre of the structure, Sabetha is held at gunpoint by the four-man Special 
Space Service SOG team. 
Mission Brief: 
Federation: Finish the game with Sabetha alive and still in your possession. The building 
must be cleared of intruders. Only then can this daring plan succeed. 
Liberator and Valphon Forces: Liberator crew begin by teleporting onto the table. Valphon 
forces know that the Federation effort will fail if they resort to killing Sabetha, so they will 
fight their way into the building to support Blake's effort to rescue her. 





The Musterious Significance of Bauban 

Bayban and his pirates are making a name for themselves which is something certain 
Federation officials wish to amend as it represents not only a lack of control but a loss of 
face for the Federation, who should be seen to be able to deal with such deviants quickly 
and conclusively. They devise their solution and act... 
In part one of this scenario, Bayban and his renegades are tracked by Security operatives 
to an open planet where the pirates are reported to have landed their ship and violently 
taken control of the nearest small town. Federation forces appear on the scene lead by a 
Special Space Service SOG team who infiltrate the town in order to stealthily close in on 
Bayban and his cutthroats and summarily execute them. Unfortunately this does not go as 
planned as a washer woman blunders into the midst of the SOG team as they crouch 
masked and heavily armed, stalking forward through a shed full of farming equipment at 
the edge of town. The woman screams and a nervy trooper shoots her dead. The noise 
alerts Bayban and the others inside their temporary base, a large structure at the town’s 
centre. Federation plan B is initiated and a squad of regulars advances toward the building 
to support the SOG team. Bayban’‘s lot must get someone safely to a nearby flyer and 
bring it to the rear of the building so they can all escape to where their inconveniently 
distant starship sits parked. In the meantime the rest must try to slow the advance of the 
approaching Federation troops as random panicking civilians get caught up in the 
crossfire or start shooting at whichever forces are nearest. Unfortunately for Bayban’s 
pirates, the only Flyer nearby is rather old and may require a talents test to get the 
engines to start up... 
In part two of this scenario (assuming Bayban escapes), Bayban is contacted by a 
representative of the Terra Nostra who apologies to him; they are saddened by the news 
of the attempt on his life, since Bayban’s activities have repercussions, and the results of 
these repercussions are “useful to them”... Bayban does not comprehend, but the Terra 
Nostra offer to send a boss & his enforcers to him who know which Federation officials 
sent military elements to kill him. They wish to see them assassinated and Bayban 





Series B: 


enthusiastically volunteers himself to support them in their efforts, having taken things 
rather personally. Bayban’s pirates and the Terra Nostra operatives ambush the Federation 
officials at a spaceport as they are escorted across the tarmac to a shuttle. Screaming 
down out of the sky in a high-speed flyer, Bayban’s forces approach, but Bayban notices 
too late that there are more soldiers than expected doing the escorting. Nevertheless, they 
land and disembark, opening fire on the group. Unbeknownst to them, the Terra Nostra 
was working as ordered by their secret Federation masters to assist in the capture of 
Bayban. A number of troops in buggies appear nearby moving at full speed to support the 
pinned down officials and their guards. Suddenly Bayban’s Terra Nostra allies change 
sides... Luckily he and his crew brought along a number of laser cannons which can 
vaporize traitors just as quickly as they can Federation goons... 





The Holographic God 


Discovering a crashed Federation scientific exploration vessel upon a world known to 
be inhabited only by primitives, Blake gets curious and decides for everyone that they are 
going to investigate, much to Avon's ire. 

Upon reconnoitring after teleporting down however, Avon is approached by a rather 
bright barbarian girl named Lissit who appeals to him for help. She tells him that the other 
primitives on her world have been duped by the survivors of a spaceship crash which 
occurred nearby one year ago. These survivors, she is certain, are using trickery to 
manifest an image of her tribe's god, manipulating her people into servitude. Jenna points 
out that the type of ship involved is often used in searching for human groups lost during 
the Atomic Wars, the main benefit to the Federation being the relative ease of subjugating 
populations such as these and exploiting their mineral wealth before fully incorporating 
them into the Federation and taxing them white. Blake becomes determined to stop the 
Federation effort, which appears to have been at least initially curtailed by the crash of the 
vessel. He reasons that if their onboard communications equipment were still operating 
the planet would already be swarming with Federation occupation forces by now. Avon 
declares himself in favour of helping this admirably clever primitive girl who has not 
allowed herself to succumb to the ignorant superstitions of her peers. But she retorts that 
her disbelief in the “new god” is because she cannot feel in its cold visage the genuine 
presence of the creator as she does during her meditations. In any case, Avon is intrigued 
by the Holographic Structuralizer he deduces that the ship crew must have cobbled 
together out of parts cannibalised from the wreck and wants to get a look at it. He advises 
they be cautious of any further innovations on the part of the ship’s evidently rather 
devious scientific personnel... 

Lissit shows them her village from the safety of the bushes. It appears that there were 
more Federation crew survivors than suspected as well as a significant military element of 
two or three squads of troopers. The village has been given over to the Federation 
survivors and the Barbarians do indeed appear to be treating them like emissaries from 
god. 

Lissit then guides them to the crashed ship, which the Federation forces now appear to 
have abandoned, but she warns the Liberator crew that the crashed hulk has ‘guardians’, 
pointing out a number of skeletons around the perimeter. One of these, she tells them, is 
that of her father, the tribe Chieftain; a holy man who also disbelieved in the newly arrived 
false god and came here to investigate before being slain... 

The Table: 

The west half of the table consists of an assortment of village outbuildings which are host 
to a force of Federation and Barbarian forces in a roughly even mix. The entirety of the 
east side of the table is heavily forested and/or boulder-strewn with the interior rooms of 
the crashed ship occupying an area leading up to the eastern table edge (so only a 
portion of the ship need be represented, the rest being off-table and assumed to be 
inaccessible due to crash damage). The rooms aboard ship are accessible from a single 
hatchway. This hatch is locked and requires Vila’s professional attention. Before he can get 
to it however there is the issue of the guardians; several Federation security robots are 
deployed here with standing orders to hunt down and fry anyone who is detected nearby. 
As the game begins, Lissit and the Liberator crewmembers emerge from the forest 
attracting the robots’ attention. The robots quickly record some images of the trespassers 
and automatically send a signal triggering a bleeper and activating a linked security 


monitor in the hut formerly belonging to the Chieftain, alerting the Federation officers 
that the wreck is under assault. The Federation scramble all available forces and muster 
them off into the woods leading toward the ship... 

Liberator crew brief: Destroy the robots and have Vila unlock the hatch. Once inside, have 
Avon utilise the Holographic Structuralizer. With haste, he could take a quick image of 
Lissit pretending to be a bunny and cause it to materialize in titanic proportions over the 
Barbarians, proving to her people that they have all been mislead by the Federation. To do 
this, Avon must be in base-to-base contact with Lissit and the device and then make three 
consecutive Talents successes. If this occurs, all Barbarians will lose a turn as they watch 
the projection. After that, control of the Barbarians switches to the Liberator 
crewmembers’ player. Victory is secured when the Federation element is wiped off the 
planet. 

Federation brief: Major Karvel will lead a combined force to destroy the intruders whose 
image the robots recorded and transmitted to the monitors rigged up in the chieftain’s 
hut. Since the intruders are obviously hostile off-worlders it may be time for Chief Science 
Officer Varan to hurry and start working on that Tele-Suggestion Broadcaster he amassed 
the parts for as a contingency plan. (The parts are scattered about the central huts.) Once 
it is built, he can aim it into the woods and have the normally shy and reclusive Forest- 
Mutants keyed to attack anything that isn’t wearing a black uniform. Once everyone not- 
in-a-Federation-uniform is dead (the primitives too of course, but we're well sick of the 
repellent sycophants anyway) we can return the Mutants to their normal placid state and 
in the morning we can start searching for wherever those off-worlders might've landed 
their unusually quiet ship... 


The Entities in the Ruins 

As Vila and Avon kill downtime by bantering with Orac, Vila becomes increasingly 
impatient with the egotistical little computer and tells him so. Orac cites its omniscience 
over all knowledge contained within computers incorporating tarriel cells throughout the 
entire galaxy and concludes that Vila is unqualified to judge him since he does not have 
even the capacity for total self cross-referential memory indexing, severely restricting the 
collation of the data contained within his own mind. Vila chides the machine on its 
inability to know anything about things that don’t have a relationship with computers and 
Orac cryptically retorts that this too is incorrect. 
This last remark pulls Avon's attention away from the micro-welding he is doing. Avon 
queries Orac as to how there could be any veracity in that claim but the computer is 
evasive. Vila asks for an example and Orac demands that they state their parameters more 
precisely. Avon intercedes; he states that in popular folklore there are rumours of space 
colonies that were lost in the wake of the Galaxy-wide Atomic Wars hundreds of years ago. 
The Federation have undertaken efforts to find a few of those colonies but have been 
largely unsuccessful or uninterested. Avon puts to Orac that a conclusive test for the 
abilities of which he boasts would be for him to be able to locate one of those lost 
colonies, since there could be no data from such colonies in any existing computer- 
carrying tarriel cells or otherwise, since if they had computers they would also have 
transmitters and would therefore no longer be “Lost”. 
Orac warns them that the divulgence of such information would be inadvisable, much to 
Vila’s amusement. 
Jenna appears on the flight deck and says that she too once heard the urban legends of 
lost colonies and urges Orac to reveal some information, as she had often wondered 
about the possibility. 
Vila tells Jenna that Orac is just programmed to be pompous and to ignore him. 
“Very well...” says Orac. He then relates a string of coordinates to Zen who gets the ship 
underway toward a planet which Orac confidently claims is just such an undiscovered lost 
colony. 


Upon arrival at this world, surface scans reveal large expanses of atomic warhead scarring 
and blast craters and the crumbling remains of cities which appear to be the better part of 
the way toward being absorbed into nature. 

Jenna summons Cally and Blake from their quarters and fills them in as to what Orac has 
discovered. Blake moves that they teleport down on the grounds that the people there 
might be able to provide resources or a base they could use against the Federation, 


prompting Avon to immediately discard the notion of using the unknown world as a place 
to disappear, should the need arise... 


Teleporting down, the crew discover a world that has suffered greatly from the Atomic 
Wars. Mutant populations have stabilised genetically into a hostile species of hideously 
distorted abhuman carnivores, which roam about in the foliage waiting in ambush. The 
only fully human types have fallen technologically into barbarism. Their leaders are of a 
caste of shamans with psychic powers. However, the race of humans have been enslaved 
and organized into a thrall-cult which worship and fear the shamans, which, to a man, are 
possessed by Thought-Dimension Entities (TDEs) who yearn to possess humans in order to 
gain a bridgehead of power upon the material plane. 

As the Liberator crew explore the ruins, Blake is contacted by free scavengers who do not 
align themselves with the cult and ask for help in defeating them, or at least their shamans. 
Blake is in favour of staying to help them. As the crew debate over this point they are 
attacked by human cultists en masse. The possessed cult leaders then summon up a 
further member of their kind from the Thought-Dimension to attempt to possess Cally, for 
they believe once they have her, they can gain the Liberator and begin again on any 
number of worlds... 


Confused by a TDE attempt to take over her mind, Cally has wandered off and removed 
her teleport bracelet, becoming isolated in the overgrown ruins comprising the battlefield, 
but she recovers herself as the battle commences. As the Barbarian cultists close in to 
attack, they prioritise the capture of Cally whilst at the same time another disembodied 
TDE attempts to possess her. 

The scavengers move to support the Liberator crew, hopeful that Blake will lead them to 
final victory over the shamans, but Blake is adamant that Cally must be found first. 

All the while, flesh-eating mutants prowl randomly about in the maze of ivy-strewn 
crumbling structures, waiting to ambush and devour any humans they come across. 

And aboard the Liberator, Orac resolves to assist Cally in repelling the Thought-Dimension 
Entities... 


The Defective Defector 

Tarrant and the renegade crew of his stolen pursuit ship (the remainder of his force 
from the Bayban incident) have begun running guns and contraband to various resistance 
groups. The leader of one of these groups informs Tarrant that his daughter is a nurse in 
the Federation Security Forces. She is assigned to a remote a Federation outpost. In order 
to facilitate her defection to the resistance, the girl's father offers Tarrant a titanic amount 
of money to rescue her and deliver her to him. At first Tarrant refuses, but upon seeing a 
photo of the cute teenage girl in braids and nurse’s uniform, he relents and agrees to 
undertake the mission. 
Tarrant and his crewmates don their old Federation service uniforms and land at the 
outpost, bluffing their way in by telling the guards that they have come to collect the girl 
for debriefing because Federation investigation has revealed that her father is a resistance 
leader and that she is probably a spy. The squad of guards put themselves under Tarrant’s 
command out of patriotic duty, and lead Tarrant and his crew into the maze-like base in 
order to detain the girl. 
Meanwhile, the Federation base commander has run a computer check and worked out 
who Tarrant is and what he is up to (since Tarrant, in his arrogance, gave them his real 
name). As Tarrant’s group closes in on the girl's position, they come under fire from the 
base commander's zealous guards. Tarrant fast-talks the troops under his command into 
believing that there is a traitorous faction present that is trying to keep him and his “loyal” 
troopers from arresting the resistance leader's daughter. In this way, Tarrant manipulates 
the guards into assisting him in what rapidly escalates into an on-the-run gun battle 
amidst the corridors as they search the base for the girl and attempt to escape. 
Battle overview: 
Both forces deploy on opposite ends of the base. There are a few groups of unaligned 
troopers who will join the first group they encounter on a roll of 4+, a failure indicating 
they are immediately under the control of the opposing player. The girl is in the centre of 
the corridor complex. Where are her true loyalties? In fact, they will be determined in 
exactly the manner as the aforementioned unaligned troopers. 





Federation brief: Kill Tarrant the treacherous deserter and anyone stupid enough to be 
swayed by his deceptions. Capturing the girl in question so she can be interrogated is also 
of utmost priority as she is possibly a spy. 

Tarrant's Brief: Contact the girl (or capture her, if need be) and get back out of the base 
with your skin intact. A High-Speed Flyer should be arriving at the gates to return you to 
the pursuit ship... 


Intellivac 


Servalan secretly diverts embezzled Federation funds into a project to develop her own 
personal Orac-equivalent, concentrating a team of brilliant computer technicians on a 
remote planet and supplying them with whatever they need to get the job done. Servalan 
cannot use Federation regulars because they would be potential whistle-blowers and 
witnesses. In order to secure the base she has stocked it only with Mutoids and Security 
Robots. In order to keep her new ‘Orac’ a secret she intends to have the Mutoids 
exterminate the scientists once they have succeeded. 

As Blake and Avon learn of the existence of the base from the real Orac who is alarmed 
over the creation of a rival computer entity, they realize they cannot afford to allow 
Servalan to succeed. However, the base is shielded and they cannot teleport inside. They 
will first have to teleport down and negotiate the security robots outside before having 
Vila unlock the hatch. Then they will need to take out the Mutoids and, it seems, massacre 
the scientists to prevent them building another supercomputer. Cally objects to the latter, 
but goes along in hopes they can find another way, such as offering to transport 
cooperative scientists to safety. Avon insists that Orac accompany them down. As they 
arrive, the others learn why; Orac is able to use his abilities to take over the security robots. 
However, they are suddenly met with electronic opposition to this, as Intellivac is already 
completely functional. 

Numerous resistance tests between Orac and Intellivac will determine who controls the 
security robots, which may change each turn. 

Furthermore, as they encounter the scientists inside, many of them are totally hostile and 
loyal to the Federation (They prove hostile on 4+). Friendly scientists beg the Liberator 
crew for help as they are the few who know that Servalan has just given her Mutoids 
orders to eliminate them... 


Powerslave 


Series C: 


Servalan has discovered the existence of the System and the fact that they created the 
Liberator. She sends a large contingent of Space Assault Force troopers to storm and 
capture a newly detected System Spaceworld in the 12" Sector. The troopers use the old 
ruse of hiding in a seemingly derelict freighter to be brought on board the station. Such a 
small force of troopers could never hope to conquer an entire Spaceworld worth of 
System military defences, but Servalan has a plan; upon being brought on board the 
troopers are to take prisoners and interrogate them in order to learn the location of the 
objective; the station's fusion power reactor. 

Without power, the system's station would have no value. 

Thus, capturing the reactor will, she feels, give her some leverage at the very least in 
negotiating the capitulation of the entire space station. 

Federation goals: 

Emerge from the freighter’s hold, capture one of the slaves milling about or perhaps an 
Alta, and then interrogate them (using a torturer for effect). Once the information is 
gained, strike out across the maze of corridors until the reactor is reached and place a 
remote detonator bomb against it before defending the position according to the rules 
under the mission objective 7he Defenders for two complete turns. 

System goals: 

Evade capture, destroy the Federation intruders, and prevent them from reaching the 
reactor core at all costs. 


Bridgehead 


Blake's life capsule has landed on a neutral planet called Kavell. He finds the wound 
inflicted by Travis has largely been healed by the System medical technology he was 
treated with on Liberator. Emerging from the capsule he is shocked to see alien planetary 
assault vessels periodically descending through the atmosphere above him. He straps on a 
particle beamer found in the capsule and begins to head toward a complex of towers he 
spotted through the trees ...but men wielding guns emerge from the foliage. They explain 
that they saw him land and took his life capsule to be “one of theirs”. The men are 
Kavellian self-defence troopers and they tell Blake that their world is being overrun by 
aliens who apparently see taking the planet as a bridgehead for a galactic invasion. The 
neutral troops have heard of Blake and invite him to accompany them as they evacuate as 
they feel he is deserving of their protection. The alien force is overwhelming the planet's 
small human population and they see evacuation as the only logical course of action. 
Blake accepts and the troops lead him to a nearby spaceport where there is a ship waiting 
bound for Epheron in the Loritol system where the Kavellian military forces intend to 
regroup and devise a plan to retake their planet. As they reach the spaceport however, it is 
quite evident that it has fallen under attack! 

Mission Brief: The tabletop is a complex of corridors, with the entire north end being a 
large boarding terminus with hallways fanning out in numerous directions (boarding tubes 
to waiting spacecraft). The centre tube leads to the waiting ship bound for Epheron. There 
are a few isolated NPCs in the hallways, political officials intending to evacuate who have 
frozen in panic as the Andromedans blasted an opening into the spaceport's structure. 
Andromedan Force: We are desperate. Most likely no reinforcements are coming owing to 
the fleet being decimated by the galaxy’s human forces. We need to obtain every possible 
resource. Capture any ships available. Also capture the human officials nearby so we can 
steal their forms and imitate them in the event such a tactic becomes necessary for our 
survival. 

Blake's Force: The leader of the Kavell troopers receives a communication reporting that 
important leaders are in the spaceport and need to be rescued. Find these officials, battle 
your way through the corridors, and reach the waiting vessel before the Andromedans do. 


The Gunsaucer 

Jenna's life capsule hurtles away from the Liberator but almost instantaneously collides 
with an Andromedan Gunsaucer (a ship designed for planetary bombardment), as it races 
past the disabled Liberator, the crew anxious to gain a foothold in this galaxy. The life 
capsule, designed to absorb massive impacts, survives largely intact but is embedded 
deep within the craft. Automatic bulkheads seal off the hull-breach and Andromedans 
extinguish the fires surrounding the capsule. The Andromedan officer commanding the 
ship examines the capsule to determine whether or not it is unexploded ordinance, only to 
be confronted, as the capsule door springs open, by Jenna who is lightly injured, but 
nonetheless armed and with her wits still very much about her. Jenna holds the officer 
hostage and takes over the bridge of the vessel, demanding they land on the nearest 
planet, which turns out to be Kavell, a neutral world currently embroiled in repelling an 
Andromedan invasion effort. Jenna transmits a message to the Kavellians informing them 
that she has captured the vessel and requests they do not attack. Kavellian military forces, 
upon learning who she is, agree and promise to dispatch an armed rescue team to her 
landing position. Jenna forces the Andromedans to land the Gunsaucer in a clearing in a 
boulder-strewn plain. However, an element of the Andromedan planetary invasion force 
deposited on the planet's surface via drop-pods have determined that the galactic 
invasion has failed and thus the assault on the planet is a pointless suicide mission. They 
wish to desert and intend to capture the Gunsaucer in order to escape back to Andromeda, 
yet know nothing of what is transpiring on board. The ship has landed, but Jenna is 
trapped on the barricaded flight deck with her hostage. Jenna receives a further radio 
communication from the Kavellian rescue team. They are closing in on her position and 
intend to pick her up before evacuating aboard a civilian cargo vessel which is bound for 
Morphenniel. 
Mission Brief: Jenna holds an Andromedan officer on the flight deck. (He counts as 
captured and broken.) She begins in overwatch covering the long hallway leading off to 
the rest of the ship. 
Jenna & Kavellian Forces: Jenna must hold the bridge against Andromedan attempts to 
enter. Kavellian forces approaching the ship from the East must board the ship and 


exterminate the Andromedans inside and rescue Jenna. Plant explosives on the bridge 
afterward to disable the alien ship so it can no longer be used by them. 

Andromedan Forces: Forces on the ship must attempt to gain access to the flight deck. 
Forces closing in on the ship from the West must take the ship whilst preventing the 
Kavellians from taking it or sabotaging it. Get all Andromedans onto the ship and put 
someone on the Flight Deck to initiate lift-off. (Each turn spent in base-to-base contact 
with the controls and taking no other actions, an Andromedan can attempt lift-off, 
succeeding by rolling 4+. This may be attempted only after at least half the beginning 
total of your Andromedan force are on board, as they are attempting a mass desertion...) 


“Mk IL Starcruiser’” 








Upon departing Chenga aboard a courier vessel commissioned to return her to Earth, 
Servalan makes communications contact with elements of her Federation fleet which are 
still in the area mopping up after the war with Andromeda. She arranges for a rendezvous 
and is transferred to this fleet, the vessels of which are in an appallingly battle-damaged 
state. Servalan grasps that this is probably indicative of much of the Federation's 
remaining fleet strength which suffered losses of 80% during the titanic conflict. Just then, 
a message is received reporting an intact landed Andromedan vessel sighted on a nearby 
planet. Realising that the vessel must be a superior one if the Andromedans were able to 
cross intergalactic space, Servalan orders her fleet to investigate. The ship is indeed found 
intact and Servalan lands to lead an investigatory force personally. 

After reconnaissance and appraising the situation, it is deduced that the Andromedan 
vessel, which is undamaged, must have broken off near the end of the conflict to regroup 
in the face of obvious defeat. Andromedans have built an impromptu fortification around 
it and are milling about in the open in their true forms. They are also setting up a strange 
device which may be a transmitter of some kind. 

Servalan is confident she can win the battle and seize the ship. But she is already 
considering making the alien origin of the ship a classified subject. Hence, she decides 
that once it is taken, it will be referred to only by some prosaic general epithet, and in the 
meantime she will put her best people to the task of backengineering it, provided this can 
be done while the vessel is in service as her personal flagship... 


The Andromedan Fleet Admiral, realising that the invasion spearhead had been blunted by 
the intervention of the Liberator, sat on his flagship and watched in growing dismay as his 
fleet was then dismantled by the massive fleet of Federation space forces. Although the 
Andromedans had a variety of excellent ships and captains at its disposal, it had been 
tactically hamstrung by the necessity of entering the galaxy through a single gap in the 
antimatter minefield, restricting its ability to manoeuvre, and leading inevitably to its 
defeat. 


The Fleet Admiral transmitted dispersal orders to the shambles that was the remainder of 
his force. His ship too fled the battle and attempted to evade pursuers so it could 
establish a regroup point and transmit a summons to the dispersed ships that remained. If 
he cannot succeed, the Andromedan battle survivors will become no more than a 
decentralised horde of meandering refugees marooned forever in a hostile galaxy. 
Although the battle is lost, he might at least still be able to save the lives of his remaining 
fellow troops... 


Andromedan Force: Repel Servalan’s attack. A beacon-transmitter has been deployed 
within the fortifications around the ship. It must be kept operating so that Andromedan 
stragglers can regroup at this point. 

There is a possibility that a small Andromedan force known to be near the area will arrive 
during the battle. Each turn roll a D6, if a 6 is rolled, a further group of Andromedans in a 
Flyer or pair of Flyers enters from a random point on the table. 

Servalan’s force: Destroy the transmitter at once. Capture the vessel for the restoration of 
your Federation. Exterminate all Andromedans to be sure they don’t conceal themselves 
amongst your force using their shapechanging ability; an annoying trait your officers have 
just warned you about... 


Clone Blake 

In the wake of the Interstellar War, the Federation has splintered. Federation Traitor 
Factions turn rogue and attempt to establish their own governments on the outer colonies. 
One of these is the Free Planets Resistance Front, a gang of brutal ex-federation officers 
with an eye toward mimicking a libertarian rebellion to foster the enthusiasm of the 
populace before solidifying their control. One of the officers was aware of the events of 
the IMIPAC affair due to his being an intelligence operative working against Servalan on 
behalf of her political opponents. Now that she has purged his former employers, he felt 
he could make immediate use of another aspect of this knowledge... 
The officer led a team to abduct the Clone Blake from the planet where he lived isolated 
with his mate Rochelle. They kidnapped Rochelle and regularly threaten her life to force 
the Clone to do as they ask. 
Accordingly, the Clone is deployed as a folk hero miraculously come to lead them to a 
golden age of prosperity; the figurehead for the FPRF. 
Avon is shocked when Orac informs him of Blake appearing on this colony world. Upon 
arriving there, Avon meets with a band of scavengers, the real freedom fighters on that 
world. One of them is a deserter from the Federation traitor faction and informs Avon of 
the ploy involving the clone. Avon dislikes the idea of allowing Blake's name to be used 
for someone else's ends. Tarrant feels it’s their duty to help the Scavs eliminate their 
oppressors. Avon allows Tarrant and Dayna to lead a force of Scavs against the Federation 
traitor-legion in order to provide a distraction while he and Cally employ Vila to help them 
slip into FPRF HQ in order to locate and free the clone. However, the base is not as 
deserted as they'd hoped, and the Clone Blake refuses to leave until they have located 
Rochelle... 


Blake's Vengeance 
Servalan has decided to momentarily relax her aims to capture the Liberator on the 

assumption that without Blake the crew are only a band of criminals. She has not, however 
forgotten about the problem of Blake, who seems to have disappeared. Meanwhile many 
in the Federation high command openly speak of her inability to resolve the Blake issue 
and her secret intelligence operatives regularly inform her that certain forces are using this 
point to draw together previously divided camps that wish to overthrow her. This makes 
her uneasy an thus she delegates the task of destroying Blake to a specialist who knows 
him better than anyone else; his former associate in the Freedom Party, the Federation spy 
whose operation resulted in Blake's original capture, Dev Tarrant. 
Dev responds by unveiling to her a scheme which will exploit Blake's relationship with two 
beloved figures from his youth; Ushton and Inga... Servalan chides him that Travis has 
already attempted that particular manoeuvre, but Dev responds that Travis did so only 
after reading a psychometric profile on Blake; a dossier which Ae wrote. Dev tells Servalan 
that Travis may have bungled his effort to apply this information effectively but maintains 





Series D: 


Cally 


nonetheless that he knows the proper approach to take; one which should effectively 
resolve the Blake problem. 

Soon afterward, Blake is emotionally overwhelmed as he receives a vivid thought- 
transmission sent by artificial telepathy. He sees Ushton and Inga being viciously tortured 
for some time before they are finally killed. He feels them die and is therefore quite certain 
the events have truly occurred. Then he sees the smug face of Dev Tarrant. Dev states a 
time and location, and the vision ends. 

Utterly outraged, Blake sets about endeavouring to meet Dev at the prearranged place 
and time. Blake is planning to murder Dev in cold revenge, but is fully aware that this is 
exactly what Dev wants him to do and that it is an obvious trap. Nonetheless, he cannot 
live knowing that his loved ones’ murderer walks free and unpunished, particularly if it 
happens to be the same man who was ultimately responsible for the butchering of the 
Freedom Party. Accordingly, he recruits a group of Bounty Hunters to watch his back 
during the operation and issues them with orders to capture Dev Tarrant alive if they have 
the opportunity so he can take his revenge. The Bounty Hunters agree to go along with his 
plan, but insist on first showing him a few tricks of their profession since as he is so intent 
on working closely with them during the operation... 

Mission Brief: 

This mission can be played out against any terrain backdrop. The defining elements are 
that Dev Tarrant has a squad of Federation regulars with him, but holds in reserve a high- 
speed flyer containing a 4-man Special Space Service SOG team which will enter the battle 
at top speed from off-table as soon as Tarrant is ready to spring his trap, using himself as 
the bait. Furthermore, D6 small structures around the battlefield have been rigged with 
the SOG team’s remote-detonator explosives should Blake attempt to use these as cover 
during the shootout. 

Blake + Bounty Hunters Brief: Blake has been secretly watching the location from hiding 
for a number of days and knows about the explosives and the SOG team. He nevertheless 
goes ahead with the operation, careful to warn his Bounty Hunters to avoid the rigged 
buildings. The table edge from which the flyer will enter is accordingly agreed upon by the 
players before the game commences, as Blake would certainly be aware of this from his 
observations. 

Federation Brief: Kill Blake once and for all. 





As the annihilation of the Liberator was assured, Zen’s final act was to follow his protocol 
and transmit the Omega Signal, indicating DSV2's destruction... 

On Spaceworld 3, Altas receive and react to the signal, dispatching a System High Speed 
Interceptor to the location to investigate the transmission from the DSV2, which their 
computers show has been listed as captured by hostile forces. 

Upon reaching the site of DSV2's destruction, the Interceptor detects the debris from the 
ship and then goes into orbit around Terminal; Altas aboard concluding that it is the only 
destination possible upon which any potential escape pods could have landed. They 


initiate standing procedures which include a broad-band sweep to pick up anything 
wearing a teleport bracelet. 

Within the teleport chamber, the body of a severely injured young woman appears. The 
very slender girl looked quite dead. 

At first it is assumed she is indeed dead, but after getting her to the medical bay, faint life 
signs are detected. Treatment is initiated using the System's advanced medical 
technology... 

Many weeks later aboard Spaceworld 3, the girl, whose name is Cally, has healed 
sufficiently that the System has deemed her ready for interrogation. 

An intense interrogation commences, but is interrupted by Alta Prime. Alta Prime is not 
truly a computerized Alta, but a regular girl named Shinobu. She empathises with Cally in 
that despite her title, she too is a prisoner of the System. (for full information see profiles: 
Alta Prime). 

The System master computer wants Orac so that it can reverse-engineer him and 
incorporate his many talents into itself. 

Alta Prime tells Cally that the System knows Orac was on the Liberator with her, and 
pleads with Cally to help them find Orac on the grounds that the System will simply 
dispose of her otherwise. Cally shrewdly agrees, knowing that if they should find Orac, 
they will invariably find Avon, and he would likely attempt to free her from the System, 
should he get the opportunity to do so. 

Accordingly, Cally and Alta Prime set out aboard an interceptor along with a number of 
Altas and System Guards to find Orac. 

Time passes... 

Having long shed her medical gown, Cally has been issued with one of the powder-blue 
leotards the Altas wear along with a pair of silver heels, a teleport bracelet, and a Particle 
Beamer. 

Their vessel, Interceptor/Scout IS-173 is now parked in stationary orbit above a small 
planet... The System had transmitted to Alta Prime information of a passing trace fix it 
obtained attributed to Orac’s carrier beam, which seemed to originate from somewhere 
below, on a planet called Xenon. 

Cally, Alta Prime, several Altas, and a force of Guards teleport down to investigate. No 
sooner are they down then they are attacked by a large band of Barbaric primitives... 
System forces: Fight off the primitives, capturing as many as possible for interrogation. 
The System must have Orac’s power for itself. 

Primitives: “What's an Orac? We know nothing of that! Leave us in peace or die, aliens! 
But... Hold men! Look! I'd wager those women would make fine wives for our warriors...!” 
(Boisterous laughter) 

By the command of the Chieftain, capture the females and kill all the rest. 





Said Project Highly Classified 


When Servalan was deposed, the new regime had her supporters rounded up and killed. 
During the purge, the existence of a secret project initiated at her instigation was 
uncovered. The Federation, eager to determine what Servalan had been planning and if 
anything substantial had been achieved in the course of the secret research being 
conducted initiated a probe resulting in the successful rounding up of all scientists 
involved in the highly compartmentalised project. These scientists have been taken to a 
remote holding facility called Point 370, the existence of which is classified, to be put 
under torture until they divulge full details of the project, allowing the new regime to 
exploit their achievements for itself. 

Avon is contacted by an escaped defector who worked on this project named Rebec, a 
female scientist who herself did not know the whole picture of what they were working on, 
but believes it to have been a new type of force wall capable of constant operation with 
such fortitude that it could render a space vessel totally impervious to external weapons 
fire, and yet the vessel itself would be able to fire its weapons with impunity from within 
the field. Rebec was in love with one of the scientists now being held at Point 370, a 
master of thermodynamics and force field Brownian motion named Lowery. Rebec has 
contacted Avon in hopes that he can be rescued before he is tortured to death. 

Avon, intrigued by the possibilities of the proposed device, agrees to mount a raid on 
Point 370 to rescue all the scientists and transport them to Xenon in order that they might 
continue their secret project on his behalf... 

Mission Brief: 

Point 370 is located on a small island on a planet called Stahlithrax. The bulk of the island 
is itself shielded with a dome-like force wall, and thus can only be reached from the 
surface. Therefore it will not be possible to simply teleport in and snatch the scientists. 
Point 370 is a compound containing many rooms and holding cells. The four scientists are 
being kept separated in tiny cells distributed over the compound. They are being 
“debriefed” one by one in a special torture room on the east side of the complex 
(corresponding to the Federation player's side of the table). The force wall shield 
generator for the facility is kept in a room at the centre of the table. The device has a 
toughness of 3 (and no saving throw). 

The forces involved are: 

e Federation forces: At least two squads of Federation troopers and a Federation 
Para-Investigation team of one torturer and two security enforcers. This may be 
expanded with the inclusion of various Federation Officers, guards for the 
scientists’ cells, and possibly some security robots patrolling the perimeter of 
the compound. 

e Avon's force: The entire crew of Scorpio and Rebec (who uses a basic charmer 
profile). 

Federation Brief: Extract one information packet from each of the scientists (they are 
already considered captured and broken for rules purposes). Security systems have 
detected intruders entering the compound from the west side of the island. It doesn’t take 
much to guess what they're after, but how did they learn about activities here? Capture at 
least one for interrogation. Also capture the defector Rebec who appears to be with them. 
Destroy all the rest. 

Scorpio Brief: Penetrate the base and rescue the scientists. (They will join the Scorpio 
player's force after a Scorpio crew member moves into base-to-base contact with them.) 
Once the rescue is complete, implement a fast escape. Destroy the shielding generator at 
the centre of the base so everyone can be teleported out. 

Continuity note: No matter who wins this scenario, it is a pyrrhic victory. The scientists 
concluded early on that the concept was unworkable with the current level of technology, 
but did not inform Servalan out of fear that she’d have them killed. (This is why the 
torturer in this scenario only needed to extract a single piece of information from each 
scientist; to corroborate this fact.) 

Rebec therefore lied to Avon in order to manipulate him into rescuing Lowery... 


The Replicants 


A Resistance agent, leader of a guerrilla cell, is desperately embroiled in ongoing 
fighting against a large Federation base on his homeworld and feels out of his depth. He 
transmits a call hoping Orac will pick tt up. Soon enough Blake and the crew of the 


Liberator arrive from deep space to assist. Things seem to be moving along fine until the 
resistance agent notices his people beginning to act rather strangely... 

Meanwhile, aboard Scorpio, Orac receives the initial plea for help message, which Avon 
was happy enough to ignore. Yet upon later hearing further transmissions, anti-Federation 
propaganda to the effect first that Blake is aiding them and then that Avon himselfis 
supposedly involved, Avon finds the need to investigate irresistible. Arriving at the planet, 
they transmit a message to the sender of the original transmission and receive a reply. 
Meeting with the resistance leader, the Scorpio crew learns that the resistance movement 
there has since been penetrated by any number of Andromedan refugees left over from 
the Intergalactic War. Moreover, the Andromedan leaders appear to be wearing imitation 
bodies of the old Liberator crew in order to gain a foothold with the natives. To confuse 
matters further, they later meet with a Federation officer who is half mad and claiming 
that all his people are acting strangely... 

As an unlikely mix of Liberator crewmembers, resistance fighters and Federation troopers 
mass in a nearby building complex, Avon and Orac must construct a device which can 
detect Andromedans. They must then enter the base and sort out who is who, not just to 
help the resistance leader, but to satisfy Avon as to whether there is any chance that the 
real Blake is somehow among the replicants... 

Meanwhile a more organized Federation military effort is underway approaching from the 
hills on the opposite side of the complex. They have developed their own test to 
determine who is and who isn't an Andromedan... Shoot them all dead. 


(Note that here is a chance to use your Liberator-era miniatures in a game also involving 
Scorpio-era crew. Note too that multiple Andromedans might be simultaneously imitating 
the same member of the Liberator crew on different parts of the table in order to gain the 
confidence and obedience of the humans in the resistance group...) 


Hl 


I 


—-. 
a 
: 





+ onmnee. e948 242224497 re 
aon? *.t** eee 


t= 2s OO 


we = 


. 





Dru-dock 


It is discovered by Orac that major structural fatigue has been introduced to Scorpio 
following its collision with an asteroid. Since the necessary repairs to the Planet-Hopper 
are more than Xenon base is equipped to deal with, the crew accordingly take Scorpio to a 
neutral planet to undergo an overhaul. This unfortunately necessitates a large amount of 
down time waiting around for the repairs to be completed. Vila, knowing there are myriad 
pleasures to be found around the spaceport, sneaks away from the crew in order to 
indulge himself. When Avon finally locates him the following evening, it transpires that on 
the previous night Vila got heavily intoxicated before impulsively embroiling himself in a 
gambling binge at the spaceport casino, The Warg-Strangler’s Lady. Unfortunately it 
transpires that in a bout of booze-bolstered optimism, Vila offered up the Scorpio as 
collateral in order to draw a line of credit. Even more unfortunately, the games at Warg- 
Strangler’s are rigged to be vastly in favour of the house and not surprisingly the Scorpio 
ended up forfeit. Worse still, Terra Nostra elements are on their way to take possession of 
Scorpio. They are well aware of Avon's reputation and are fully expecting the crew to 
display a high degree of reluctance to part with the ship. To make matters even more dire, 
the repairs are still a long way from completion. It seems Avon and the crew will need to 
confront the entire spaceport’s Terra Nostra presence in full-scale pitched battle and then 
worry about the repairs before ever having a hope of finding the time to disembowel 
Vila... 


“Lam not a Space Rat...” 

Satisfied that Orac, Avon and the others must never have been on Xenon, the planet of 
the primitives, Cally and Alta Prime moved on to another sensor trace the System detected 
that was similar enough to Orac’s carrier beam to warrant investigation. Moving their 
System interceptor, the /S-273 to that location, they detect a pair of tiny ships travelling at 
time distort thirteen before slowing to descend to the planet Caspar. 

Intrigued, Alta Prime and Cally discuss things and decide that after teleporting a giant 
contingent down last time and immediately plunging into conflict with the natives on 
Xenon, a subtler approach is warranted on this occasion... 

Accordingly, Cally teleports down alone to the grid reference of the ships’ landing zone to 
make preliminary observations. 

However, upon arrival she is promptly captured by Space Rats who take her to their 
Leader Atlan. 

Atlan tortures her mercilessly to determine who she is and what she is doing there. Cally 
divulges the truth; she is there on a mission for the System. 

“The System?” asks Atlan, “What is that? Tell me!” demands Atlan. 





Cally reveals to him that The System is the space power which constructed the famous 
Liberator. 

At mention of the Liberator, Atlan changes completely, growing almost elated but 
increasingly aggressive simultaneously, demanding more information. 

However, Cally senses something profoundly strange in him via telepathy as the intense 
emotions pass over him. 

“You are not a human being... What are you...?” she asks. 

Atlan glared fixedly at her, as if debating internally. After he orders his Space Rat guards 
out of the room his manner and features take on an intense and stoic pride now totally 
incongruent with his garish makeup and Space Rat gear. 

“lam a veteran of the Intergalactic War... Now | am a refugee... All | wanted was to return 
home after the accursed Liberator decimated our fleet... Only to discover that you pathetic 
humans never developed the intergalactic drive! Imagine the feeling of knowing you could 
never return home! What else could | do but try and build an IG-Drive myself. That is the 
only reason | ever got involved with these speed-obsessed morons. /’m developing a drive 
to return me to Andromeda... And if your ship is like the super-ship Liberator, then 
perhaps...!” 

Suddenly, a Space Rat sounds a shattering alarm. The base is under attack by a force using 
a tripod mounted Neutron Blaster... 

Atlan glances at the security monitors and orders his Space Rats into action. 

Alta Prime, having discovered that the base is shielded against teleport, has brought in 
System Guards, surrounding the base. She is determined to rescue her friend Cally... 
Mission Objectives- 

The System: Alta Prime must lead a force into the base to find Cally and bring her out 
again so everyone can teleport back to the ship. 

Space Rats: Atlan orders his Space Rats to capture as many of the opponents as possible. 
Stop them before they enter the base. Use trikes and Buggies to intercept them! He wants 
their teleport bracelets, clinging to the notion that the IS-173 is capable of transporting 
him back to Andromeda. (It isn't, yet analysing the engines would give him a step in the 
right direction...) 


Coup and Counter-Coup 


(This scenario takes place immediately after Warlord) 
Servalan had recently been forced to adopt the identity of Commissioner Sleer after being 
deposed from the presidency by a venomous critic of her administration; the equally 
ruthless military-industrial power-baron Railton Garvey. Garvey had previously attempted 
to have her assassinated on two separate occasions (Project Avalon) before succeeding in 
ousting her from office by means of initiating a coup during which her Space Command 
HQ was occupied in her absence by forces loyal to Garvey lead by Colonel Rast, an officer 
of the Federation Special Space Service, himself a longtime critic of Servalan’s policies. 
In the wake of this, Servalan was able to redeploy herself within the Federation system by 
fabricating the Sleer identity and obtaining authority through adoption of the title 
Commissioner, a special operative rank which grants the bearer unsupervised 
independence and the right to appropriate or commandeer resources with impunity for 
the use of furthering the aims of the Federation. 
Servalan has not, however, discarded her intent to reclaim the presidency. After exploiting 
her resources as a Commissioner to her maximum advantage she has finally obtained 
enough engineered power to stage a bold counter-coup. 


Space Command HQ is routinely resupplied by space freighter periodically. Time for this is 
now due, and the freighter now manoeuvres for docking. Unbeknownst to President Rast, 
the real freighter has been destroyed en route and replaced with a freighter carrying 
Servalan and numerous Mutoids. Conversely, unknown to Servalan, President Garvey has 
made Colonel Rast’s Special Space Service SOG team his personal inner-bodyguard. In 
addition to this, there is a significant Iron Guard presence on the Space Command HQ 
station as well, but Servalan knows she may have an advantage in that they are loyal to 
the holder of the office of president, whoever it may be. \f, upon docking, she and her 
Mutoids can make their way to a nearby workstation, she can announce via PA that she 
has reassumed the presidency effective immediately. 

There are two optional ways to play this scenario: 


In the first, Servalan resolves to make the announcement from the president's office after 
having killed Rast and Garvey in a successful coup. Her force must simply fight its way to 
the seat of control... 

In the second, Servalan decides that she can just as easily make the announcement 
through the PA from a computer workstation in the docking area at the outset of the 
mission. This has the effect of forcing any Iron Guardsmen on the table to ally with the 
first claimant to the presidency which they encounter, either Servalan or Garvey. All Iron 
Guard begin the game as unclaimed NPCs. If Servalan or Garvey approach to within 20cm 
and LOS of Iron Guardsmen, the Guardsmen in question will give them their loyalty, 
becoming their playable units for the rest of the game and henceforth regarding opposing 
Iron Guard as traitors. If mutoids or the SOG team are the first to encounter any unclaimed 
NPCs, well, they have no reason to open fire on one another since they all work for the 
Federation... Garvey will need to leave his office and rally guardsmen to his aid lest 
Servalan’s Mutoids simply walk past the Iron Guard to reach his position with ease... 


Bonus Scenario 


Onslaught of the Daleks 

The Crew of the Scorpio teleport down to a small Federation operated scientific 
research station in a wooded region of a planet. The colony is peopled with a ramshackle 
assortment of irregular personnel and is far from the regimented Federation ideal. 
The base layout is in the shape of a large square composed of about ten small to medium 
sized buildings in a close-set arrangement which leaves about seven or eight gaps 
between buildings through which to gain access from outside to the large courtyard in the 
centre of the base. In the courtyard is a large power generator and a number of light 
utility vehicles such as buggies. 
The Scorpio crew, intending to sabotage the colony generator, raid their electronics 
storeroom, and take them back to Xenon base, teleport down to reconnoitre, only to end 
up siding with the base personnel in a desperate defence against an expeditionary force of 
extra-galactic aggressors called Daleks, who also intend to raid the base. These Daleks 
plan to use the scientific equipment available there to construct a radiation emitter that 
they will use to eradicate all life on the planet. 
Subplot: the area outside the base is home to a small number of wandering aggressive 
mutants which are dangerous to both sides... 
Brief: 
The Daleks start at one extreme diagonal corner of the table. The base is roughly in the 
centre. Their aim is to penetrate the base, accumulate the necessary components, and 
build the radiation emitter. 
The human colonists have a number of resources they can draw upon to make things 
difficult for the Daleks to achieve their aim. First, the humans may utilize the light vehicles 
present to physically obstruct some of the multiple openings in the square arrangement of 
buildings that the Daleks are likely to use as paths to penetrate the courtyard and get 
inside the workshops. There aren’t enough vehicles to barricade a//the gaps though, and 
Daleks can pull or push an obstruction 5cm per turn using feat of strength. Feat of 
strength can also be used to rip open any exterior locked doors allowing the Daleks 
access into the buildings. Scorpio crewmembers might have the foresight to mine these 
doors beforehand with remote detonators in case they are breached... 
The humans have 15 colonists armed with a mix of weapons and at least two 
flamethrowers, which can be useful for plugging gaps in the perimeter as well, since even 
Daleks are likely to think twice before willingly moving through a flame radius. 
Additionally, the base has a medical doctor and his assistant nurse. These two can work 
together to mitigate the massive amounts of casualties Daleks are likely to inflict upon 
such a small force. 
The base personnel also have the entire Scorpio crew to assist them; Using the laser mags 
for their clip-guns will give Avon's crew something approaching Dalek-level stopping 
power, and the confined quarters are ideal for this rather short-ranged ammo type. When 
it is realised that they may put the electronic spares at the base to use themselves, 
someone can return to Scorpio briefly to get Orac, who is capable of deducing how to 
assemble a Dalek jammer and can work closely with Avon to get it built, hopefully in time 
to repel the onslaught of the Daleks... 





Hupothetical adventures: Series € and Beuond... 





Continuing Blake’s 7 in-game. 





Sidebar: The question of survival 





By James Barnes 

I, like many Blake’s 7 fans, have wondered time and again if there might have 
been some possible way for Kerr Avon to have escaped the circumstances 
surrounding the final astounding moments of Blake. The motivation for this is 
simple; I want to see what happens next! 
For decades, untold legions of fans have indeed come to their own conclusions 
on what came after. I certainly don’t presume to claim that I have any sort of 
inside knowledge of what occurred, nor do I feel my views are the “correct” 
ones. I simply offer some observations which I feel those interested in Avon’s 
survival might like to know in order to gain the opportunity to use this 
information to facilitate exploring Avon’s (admittedly rather bleak-looking) 
future through what could turn out to be an interesting and engrossing backdrop 
for a series of interlinked narrative wargames campaigns. 
I have met many Blake’s 7 fans who pedantically clamp down on any mention of 
the possibility of survival. For them, the story is over and everyone is dead; 
full stop. For them, the thrill of Blake’s 7 is in the very nature of its bleak 
conclusion. Everyone died and the bad guys won, almost allegorically 
illustrating the hopelessness we all feel when weighing our chances of openly 
fighting modern society ourselves. 
And yes, I absolutely agree that that is a superbly awe-inspiring ending. I 
definitely think for certain that most of the protagonists are dead, yet as 
everyone knows, Avon (at the very least) still lives during the final freeze- 
frame. 
Critics of this view are quick to point out the famous audio of a volley of 
shots which played over th nd credits. “There you have it.” They say, “They 
shot him to death, The End.” 
But I don’t think so. I have very good reasons for this perspective; the first 
among them being Chris Boucher’s famous confident statement to the effect that 
if ever he’d been asked to write a Series E opener, he could have written a 
plausible story showing how certain characters survived. (More on this ina 
moment). There is also the reason put forth by director Mary Ridge and producer 















































Vere Lorrimer about the very gunshots which play over the credits (you may have 
heard about this too). They said that if one listens closely, one hears Avon’s 
gun fire twice, suggesting that he survived at least a initially, and that this 
was intentionally done in case Blake’s 7 wer ver to be revived. 

Fans still debate about this as well... 

But apart from that I have noticed a certain detail that everyone seems to 

have missed over the decades since Blake’s 7 ended. This detail hints at what 
Chris Boucher’s contingency plan may have been for a possible Series E revival 
StOry.. 
Perhaps I just picked up on it due to my experience as a writer, but here it is: 

















Avon stands staring at the corpse of Blake as Federation guards slowly move in 
to surround him. The klaxon echoes and the red lights flash as he stares down 
at Blake, the Guards drawing closer and more numerous. Avon, never tearing his 
eyes from the dead man who meant so much, shifts his weight as he senses the 
encroaching Federation troops to stand astride the body as if protecting it. 
After a moment of further staring, the klaxon dies to silence. With deliberate, 
measured slowness, he raises the gun... He smiles... 








A glance at the script for th pisode Blake reveals something rather 
interesting; this protective movement on Avon’s part was not Paul Darrow’s idea, 
it was a scripted move. 

Certainly this is a symbolic act. Avon didn’t really think he could protect 
Blake any longer, did he? (Especially after shooting him?) He was unconsciously 
moving to protect his friend, even in death, from their mutual enemy, the 
Federation. 
Yet something sets off my writer’s bell whenever I s this which seems to say, 
“This isn’t a strong enough reason in itself for this to be scripted... Why?” It 
seems to come off as too subtle a detail on-screen, which, if it were the main 
point they wanted to convey in the final shot, would have been played up a bit 
more than it was. In other words, had it been done at any other point in the 
story, it would have had all the hallmarks of foreshadowing. 

Yet why foreshadow this late in the day, when there are literally only seconds 
left of Blake’s 7? 

But these thoughts are not meant to erode the subtextural value of showing Avon 
defiantly “claiming” Blake for himself by denying his corpse to the Federation. 
There just seems to be a little more to it to me... 
I believe Chris Boucher’s idea for a revival may have hinged on this manifestly 
scripted move. 
When Chris Boucher was given the duty of writing the last episode, we can b 
reasonably sure that he was told (or at least thought to himself) something 
along the lines of, “End Blake’s 7 quite unequivocally but... It may be revived 
in the future, so try and leave a tiny little loophole somewhere in case some 
of the actors want to come back and revive their parts.” 

And of course we have Mr. Boucher on the record as saying that, as far as who’s 
dead and who isn’t, “Those actors or actresses who wanted to return would be 
the survivors in such a [Series E] story. Those who didn’t want to come back 
would be dead. Simple as that.” 
This, together with his stated confidence regarding his ability to write such a 
story, strongly implies that he already had some plausible manner in mind 
standing by as a conduit toward these characters’ survival. 









































I think I’ve now deduced what it was: 





Now imagine the opening shots of Series E, Episode 


We’re all aware that Blake has had plenty of time to make new friends since we 
last saw him in Star One (particularly given his allies-recruiting operation on 
Gauda Prime). Surely Deva and Klyn were not the only ones... Suppose another 
one of these new compatriots of his, a character unknown to the audience yet 
strongly loyal to Blake personally, were to hear the alarm klaxon from their 
quarters in Blake’s base. They hear shots fired and learn the place is being 
raided by Federation troopers. Guessing that Blake has been found out, this 














individual grabs the most devastating firearm they can lay their hands on 
before rushing to try and rescue their good friend Blake, incredibly important 
leader of the resistance, only to emerge into a chamber where a mysterious 
individual is standing surrounded by Federation guards who are all pointing 
their weapons at him. Obviously, he is the Federation’s enemy, most likely 
allied with the resistance. 

This mysterious individual is protectively standing over Blake’s corpse as if 
to defend it from the troopers... 

But that protection was evidently not enough to stop them finding their mark. 
The character instantly concludes with a glance, “the Federation have slain 
Blake...! And that man they’ve surrounded tried to stop them!” 


a 





[This friend and associate of Blake’s, watching from a corridor, horrified, 
angry, and probably thinking all is lost anyway, fires into the crowd of 
troopers with a full auto weapon, causing total confusion... 

It is during this confusion that Avon and “the actors who wanted to come back” 
would have made good their initial escape from the very final-looking last 
scene of Blake. 

The new character would also warm immediately to Avon and any other Scorpio 
crew since Blake would undoubtedly have mentioned his hope that Avon would one 
day join them. (“Avon, I was waiting for you...” said Blake, in his final 
moments.) This character would then be sure that Avon was indeed trying to save 
Blake from the Federation Guards and failed... 

A splendid irony is thus set up for future plotlines and character development 
once the protagonists have escaped Gauda Prime; what will happen when this 
friend of Blake’s discovers that they’ve risked life and limb only to 
mistakenly rescue Blake’s murderer? Avon isn’t going to volunteer the 
information to them, but there were witnesses amongst “those who survived”... 
And what if Vila talked? That might make him a liability to Avon, and Vila does 
tend to say things he shouldn’t after a drink or two... 

As you can s there is great potential here for the continuance of Blakes 7 
starting from right where we left off... 

















Towards further adventures 


Here we present the opportunity to explore events occurring in the aftermath of Gauda Prime, which was 
not necessarily the end for some characters. We have provided the following material to help you get 
started. If it is not to your taste, you are certainly free to substitute your own ideas. 

If you happen to be of the school of thought which interprets the final episode as unequivocally depicting 
the final demise of all the characters, consider the idea above depicting the shootout which took place 
during the credits as a jumping off point for further stories of other groups resisting the Federation for their 
own reasons. Perhaps several new followers of Blake return to find him killed and Avon protectively standing 
astride his body surrounded by Federation troopers. There is a firefight in which Avon is mortally wounded. 
The firefight slowly moves into the deeper interior of the base. Sara Tane (or a similar new protagonist 
character of your own devising) peers into the room in the immediate wake of the initial firefight. Bodies of 
our heroes and dead Federation troopers litter the floor. Sara's heart is thundering in her chest and her 
hands shake with terror. She starts as she realises one of the figures is crawling bloodily toward her. Racing 
to his side she cradles Kerr Avon as he lies mortally wounded. “I'm dying...” he says, looking up into her 
sympathetic eyes. “I've been such an egocentric fool... / see that now.../ Damn...!\ should have tried to help 
people... Should have tried harder... With the resources | had... To help others instead of...” Suddenly Avon's 
eyes widened in awe as he gazed into the hereafter. Suddenly clutching Sara’s arm he gasped, “Orac!” 
“Who?" asked Sara. “Tell me where | can find him. I'll contact him for you.” She said earnestly, her eyes 
welling with tears. 

“Yes, YOU must have Orac! Listen to me! Orac is the greatest computer ever invented. He can help you... Call 
a flyer for you... Get you out of here... It's up to you now. | can see you are the one who must take control of 
him. YOU will use him to help people, like | should have done!” 

Avon strained painfully and coughed blood. He clutched her closer. 

“Quickly now, he’s hidden beneath a tarpaulin in the rear of the flyer bay... Go now before the Federation...” 
Avon made a final pained gurgling sound. His hand released its grip on her arm and fell limp and suddenly 
Kerr Avon was dead... 


Sara will now presumably go on to leave Gauda Prime and assemble a group of adventurers to help her 
realise Avon's dying wish. You have a completely free hand to devise your own space adventurers now. Will 
they be another gang of space criminals? Or will they be adventurer-comrades more motivated by 
benevolence than the greed and egocentric selfishness that the Scorpio crew exhibited? Perhaps a mixture 
of idealists, mercenaries, resistance soldiers, Federation deserters, or other character types? The crew might 
even include aliens or robot. 


Still another approach might be to have Servalan declared enemy number one of the Federation, her identity 
as Commissioner Sleer having been publicly revealed. Now hunted with nowhere to turn, Servalan turns 
traitor and joins the resistance. Yet none are willing to follow or trust her. With this painful lesson learnt and 
after wandering alone, her ship having run out of energy on a wild backwater world untouched by the 
Federation, she meets a person who needs help and after rescuing them discovers the value of friends and 
loyalty. After helping this person, she is welcomed into their circle of friends, a band of survivors who rely on 
one another closely for mutual support. Servalan finds herself giving her all to fit in, determined to re-forge 
her ways. She allows her hair to grow long, symbolically relinquishing her former sociopathic persona. A year 
later a ship lands; a Federation scout. It is learned that the world has been annexed by the Federation and 
soon it will be swarming with ground troops. Servalan’s group of survivors take over the scout ship. Soon 
their world is the scene of widespread destruction so Servalan convinces her friends to take the fight to the 
Federation itself by striking out into the galaxy and helping to unite any and all groups they can find that are 
opposed to the Federation... 


On the other hand, if you'd prefer Avon and some of the Scorpio crew to escape Gauda Prime to go on to 
still more adventures, then the following section, organized along the lines of a hypothetical series E, is for 
you. Read on... 


Series E: 


Escape from Gauda Prime - Part One 


Escape 


This Scenario begins as the series ended. Avon begins the game surrounded by Iron 
Guard. Sara Tane (see profiles) appears and allows him to get to cover by opening fire into 
the crowd of Federation guards with a Heavy Paragun. Any other Scorpio crewmembers 
you'd like to feature in your post GP games have dragged themselves into a corridor and 
are encountered by Avon. (These characters are assumed to have survived with only 
superficial wounds.) Other members of Blake’s prospective resistance operation appear in 
another corridor opposite the Iron Guard to assist Sara (these use Bounty Hunter, 
resistance soldier, or Generic Spacer profiles). The goal is to get Avon, Sara, and any other 
survivors to the Flyer where Orac is waiting within the hangar-silo at the periphery of the 
complex. However, Servalan is also in the base and is herself located close to the silo 
having just disembarked from her personal Flyer (as foreshadowed in Blake). She is 
accompanied by a small bodyguard of more Iron Guardsmen. 


from Gauda Prime - Part Two 





The Flyer is damaged in the Escape, but Avon manages to land it safely in the depths of 
the forest. Avon consults Orac about possibly obtaining another Flyer someplace, but Orac 
has his own contingency plan already underway. Suddenly a force of Federation Troopers 
searching for the wanted political dissidents appears in the forest approaching from the 
West. Orac announces that he must be given time to transmit a signal. It is up to the 
others to hold the troopers off for three turns while Orac accomplishes this. Beginning on 
the fourth turn, a party consisting of Alta Prime, Command Altas, and System guards 
appears by teleport around Orac. Shockingly, Cally too has appeared wearing the unitard 
of an Alta. Before explanations can be made, the Federation force must be held off long 
enough for everyone to have passed into base-to-base contact with either Cally or Alta 
Prime so that teleport bracelets can be shared out to the survivors. (Assume that passing a 
bracelet to someone in this way costs one action, and putting one on costs one action as 
well.) 





6-ll 


Vila is taken to the medical bay aboard IS-173 and his wounds are seen to by Cally. He 
is ecstatic to see her alive and well after he'd believed her dead for so long. Cally tells him 
how she was rescued from the brink of death by the System, but also that she and Alta 
Prime were then sent on a mission by the System’s master computer to locate and capture 
Orac because it wanted to deactivate him, back-engineer his construction, and incorporate 
his vast abilities into itself. Having succeeded in finding Orac however, they are disinclined 
to surrender him... 

At last leaving Gauda Prime far behind, The System interceptor IS-173 pauses in its return 
journey to Spaceworld 3. Avon then instructs Orac to analyse the System and take 
absolute control of its central computer so that it can be permanently and solidly 
controlled only by orders emanating from the present crew of the IS-173. As Orac initiates 
this task, Avon finds the Altas and Guards aboard the ship apparently becoming more 
subservient and recognizing him as their controller. As Avon and the others discuss and 
ponder the implications of Orac’s successful takeover of the System, they realise that with 


the System’s resources and powerful technologies they have suddenly found themselves 
in command of a force capable of combating the Federation en-masse, militarily and 
directly, with a real chance to prevail should they resolve to undertake the endeavour... 
Orac, who has been remotely sifting data from the System computer net which is now 
firmly under his control, discovers a coded message sent months ago intended for Blake 
that was stored undeciphered by System intelligence pending analysis. It was from the 
resistance leader Avalon. In the time since they last crossed paths with her, she has 
managed to assemble a small fleet of some 15 assorted warships. Her message amounts 
to a request to merge her forces with Blake’s resistance operation. 

Vila suddenly realises that he is the only one present, apart from Avon himself, who is 
aware of Avon's role in Blake's death and wisely resolves never to mention the subject to 
anyone, ever. 

Uncomfortable glances are exchanged amongst certain members of the crew of IS-173, 
but all are in agreement that they should bring Avalon’s group under the protection that 
newfound control of the System can provide for her fleet. 

Orac gives them the reported position of Avalon's fleet. When the IS-173 reaches the 
designated fleet assembly point, 1000 spacials from the planet Kreizos Epsilon’s eighth 
moon, they discover a cloud of drifting shattered wreckage and fire-gutted starship hulls. 
The Federation has got there first, it seems. 

Avon speculates that escape capsules may have reached the nearby moon, which lies in 
the system’s habitable zone. Alta Prime guesses correctly that Avon wishes to find Avalon 
in hopes of gauging her potential as a figurehead for the resistance cause. Avon is 
nonplussed that she seems to have gained a surprisingly keen insight into his personality 
after comparatively so short a time, and realises that for her youth and apparent naiveté, 
she is remarkably astute. He wonders momentarily if it would not be wiser to distance 
himself from someone like her before deciding to mentally shelve the issue in light of 
more urgently pressing matters. 

They orbit and scan the moon and indeed find a life capsule. Teleporting down alone, 
Avon discovers the capsule is empty. 

Returning to the ship, Avon instructs Orac to search for any information as to the 
whereabouts of Avalon. 








Orac responds with a summary of a Federation communiqué dated only hours ago that a 
Federation Para-Investigation Team has been dispatched to the nearby Federation outpost 
on Zandoré Major to debrief a newly arrived female prisoner recovered after a space battle 
in which Federation ships originating from the outpost were involved... 

Mission Brief: 

Avalon is being held within a large complex of scattered buildings. Specifically, she is 
being held at the centremost building where her interrogation is getting underway. 
Federation Brief: Federation forces begin scattered in twos and threes throughout the 
many small buildings. The starting locations of a Field Officer as well as two patrolling 
squads of Troopers are determined randomly before play begins. A Para-Investigation 
Team consisting of a Para-Investigator and two Security Enforcers is in the centre building 
and is about to begin torturing Avalon in order to extract information. The Federation goal 
is to extract three information packets from Avalon. The Para-Investigator must then 
survive the battle. 

Resistance Brief: Crewmembers and a force of Altas and Guards begin by teleporting 
randomly onto the table. A scout may be teleported down first in order to more precisely 
deploy the main force. Don’t take too long in this however as every moment counts! Find 
Avalon and rescue her by giving her a teleport bracelet (this costs one action). If 
information packets have been extracted from Avalon before she is rescued, it will then 
become necessary to eliminate the Para-Investigator to safeguard her secrets of the 
resistance. 








Vengeance from the Past 


In this scenario, Jenna turns out not to have been killed as Blake claimed, but to have 
actually been involved in an ongoing smuggling operation; stealthily trafficking weapons 
to the inner colonies as part of Blake's master plan of galaxy-wide liberation... 

The account of her death was merely an intentionally misdirecting cover story Blake had 
used to protect her whereabouts and her gun-running operation, and to gauge Tarrant’s 
reaction to the news of her death . At that point, Blake was still trying to confirm for 
himself if Tarrant was really the person Blake suspected he was or not... 


Even though the survivors of Gauda Prime never spoke of the circumstances surrounding 
the death of Blake, there were in fact other witnesses; a room full of Federation guards, for 
a Start, and word has a way of getting around... Especially when Federation Intelligence is 
in control of media news sources. 

Now Jenna knows that Avon murdered Blake, and is convinced that it was nothing less 
than a premeditated assassination; a hit carried out on behalf of Avon's ego. Everyone 
knew that Avon had always hated Blake, always felt threatened by what he perceived as a 
rivalry instead of what should have been regarded as camaraderie. Avon must have finally 
placed his own satisfaction of even higher importance than even the fate of the earth and 
her colonies. 

How his egocentrism must have spiralled into outright arrogance once he’d gotten control 
of the Liberator... 

Blake was the best hope for mankind. 

But more than that, Jenna knew he'd been the only man she could ever really love and 
trust completely. 

Jenna finds herself endlessly searching, travelling, putting questions to relevant parties, 
doing detective work, and continually moving on. One day she finally realises what she is 
going to do when she finds Avon. She isn’t going to ask questions, she is simply going to 
murder him in the same cold blood in which Avon murdered Blake. 

To this end, Jenna rekindles connections with some old business associates... 

Deducing that Orac would be the last thing Avon would ever willingly give up, and 
knowing that the computer monitors all Federation communications, Jenna sends false 
transmissions using a captured Federation cypher machine that Blake gave her long ago 
implying that the Terra Nostra are working with the Federation and the Robotics Cartel to 
secretly develop a computer to dwarf even Orac’s capabilities and eventually take it over 
completely, supplant his current Al with its own, and in effect confiscate Orac’s power for 
use by the Federation, all by remote control carrier beam. The development of this super 
computer is to take place in a Terra Nostra stronghold on one of the outermost colonies; 
the complex of buildings is electromagnetically shielded with a special gauss bubble field 
projected around the whole citadel to prevent incriminating emissions leaking out or 
electronic espionage of goings on within. Jenna knows that such a place will also make 


teleport absolutely impossible, and that if Avon intends to stop the (fictitious) project from 
proceeding, he will need to enter the facility from the ground and leave the same way, and 
then she'll have him... Or so she thinks. 

Avon, however, is suspicious by the very premise of a supercomputer that could do 
anything like what the transmission claimed and correctly deduces that someone 
deliberately sent out that message referencing Orac in an attempt to manoeuvre him into 
some sort of trap. From this point, his first mistake is in assuming Servalan to be the 
source of the transmission. His second is to play along long enough in order to get a 
chance to kill Servalan by beating her at her own game; Avon has found out the name of 
the boss in overall charge of the base in question and had bribed him heavily in order to 
secure the use of a number of Terra Nostra enforcers who will be stationed at the base. 
Avon expects he and his crew to be let in the front door, commandeer his enforcer gang, 
and set about attempting to ferret out his quarry from the warren of rooms and corridors. 
He has no idea that Jenna is waiting for him with an equally bribed gang of Amagon 
slavers; professionals with orders to capture Avon and anyone associating with him alive 
(she doesn’t want Vila harmed, after all...) so she can deal with Avon herself. Jenna, for her 
part, has no idea that she has been counter-bid out of her expected cooperation from the 
Terra Nostra presence on the base... 


Mission Brief: 

Avon, Vila, Alta Prime, and whoever else Avon has managed to cajole into going along 
with this mission start on one side of the table, making contact with Terra Nostra elements 
and joining up for “the hit"; a chance to assassinate Servalan, or so he thinks. The Terra 
Nostra boss withheld that particular bit of information, chiefly because it amused him to 
allow Avon to mislead himself and to make a tidy profit off his little mistake at the same 
time. (And with a bit of luck he might even end up with Orac...) 

Across the sea of corridors (or ritzy futuristic outbuildings, if you prefer) comprising the 
battlefield, Jenna's informer in the Terra Nostra notifies her by comm-link that her target 
has entered the base — and also notifies her that the boss has sided with Aim, and that 
regrettably, there will be no Terra Nostra backup for her team after all. Even more 
regrettably, she and her team have been designated intruders, and if they would like to 
leave again, they will need to fight their way to the only exit from the complex. 

In spite of this, Jenna is determined not to allow this chance to slip through her fingers, no 
matter what. Even if it is her final act, this day she is resolved; determined to kill Kerr Avon 
for what he did to Blake, and all of her dreams... 


Dorian’s Shadow 
Gauda Prime: In the derelict hulk of the Scorpio, the soft patter of drops from a night 

time rain storm trickle into the shattered interior through rents in the hull. All is in 
darkness. 
On the shadow-wreathed wreck of the flight deck, a wraithlike black mist emanates from 
the twisted buckles and cracks to coalesce into a kaleidoscopically roiling blur. Then it 
slowly observes... 
The demolished instrument panels... The useless teleport... Cables and wiring hanging like 
jungle vines... The Scorpio has been squandered. 
Gradually a faint light fades in on the ship’s computer, then another, and another; gaining 
in brightness until the twin over and under processing domes of Slave began to rotate 
slowly, twitchingly... The lights in Slave’s visual scanners intensify and appear to focus 
themselves on the indignant blur hanging before him... Slave speaks a final time. 
“Master.../ but a muted pop and the briefest of sparks cuts him off and the computer 
returns to its former pathetic state of inoperability. 
Ruin... All about is ruin. Great efforts, plans, accomplishments, all plundered and all wasted. 
Amid the wreckage, anger hangs in the air... Outrage... And an urgently intensifying need 
for retribution... 





The crew of IS-173, including the newly rescued Avalon, travel to Spaceworld 3 safe in the 
knowledge that Orac now totally controls the System. Avalon is shocked to discover that a 
large part of the citizenry there consists of badly mistreated slave workers. Before 
attention can be given to this however, Cally receives a disturbing telepathic message 
from Franton, who with Patar founded an Auronar colony as a haven for refugees after the 
annihilation of their homeworld. Cally is told that after enough refugees arrived who could 


help establish the new world, the Auronar gene banks were deployed in order to begin the 
rebuilding of their race. Recently however something horrible has begun to happen... But 
Cally feels Franton in immense distress before she loses mental contact with her. 
Appealing to Avon and the others, Cally gets an investigation underway, but unfortunately 
Orac obstinately refuses to be torn away from the task of controlling the System and does 
not wish to accompany them. Avon brings him along anyway, knowing he can just as 
easily do it under his watchful eye as anywhere else. 

Arriving at the colony, the crew discover all is in chaos. It appears that the Auronar are 
being attacked en masse by a demon pack of Thought-Dimension Entities which are trying 
to possess them. Cally is possessed almost immediately and attempts to kill Avon, who 
manages to restrain her temporarily. While he is holding her down, Cally says that “Cally” 
no longer exists... As the possession becomes complete, she exhibits startling new psi 
powers, escaping from Avon's grasp by hurling him across the room... 

Mission Brief: 

Cally has been totally supplanted by the shade of Dorian, who upon his death, became a 
Thought-Dimension Entity as a consequence of his involvement with the Gestalt creature 
which Avon killed. Dorian feels infinite anger towards Avon for taking over his base and 
ship, wrecking all of his hard-won assets and projects, taking his girlfriend Soolin and 
getting her killed, and last but most certainly not least, murdering him by killing the 
Gestalt creature. Dorian’s demonic ghost has lured Avon to the nameless colony in order 
to take his revenge. To this end he has enlisted the help of a number of other TDEs 
including The Darkness. 

The table is set up as a complex of modest buildings. Numerous Auronar NPCs move 
randomly throughout the compound. 

TDE Brief: As the game begins, Dorian has already possessed Cally. Before starting, 
randomly generate the possessee powers which Dorian-Cally is able to use. D6 other TDEs 
are also involved, but the TDE player undertakes possessing them in-game. Additionally, 
The Darkness is a third TDE presence in the battle (and does not count toward the above 
D6 total). The Darkness wishes to assume material form and has promised to help kill 
Avon once this is achieved since Dorian has taken care of (t’s old adversary Cally... 

Avon's Crew Brief: Orac is still aboard IS-173. If someone teleports up to get him, they will 
be at a -1 disadvantage on the resistance chart in regard to Orac's Obstinate trait, due to 
his disinclination to deviate from his involvement with the System. There are so many 
TDEs involved that the simplest solution for Avon would be to simply kill Cally and 
massacre the Auronar (but the others might not go along with that...) There are one or 
two squads of Auronar militiamen milling about in astonishment at what is transpiring 
around them who may be willing to fire on their own people after realizing they are 
hopelessly unredeemable ...or they might just as easily fire on Avon and his crew if they 
start gunning down Auronar. Players can agree to determine their individual actions based 
on what they are witness to. 


The Corpse 


The surviving crewmembers of IS-173 return to Spaceworld 3 after barely escaping the 
destruction of the Auronar colony. No one considered that the Darkness would detonate 
the reactor powering the complex once it materialised, and fortunately for Avon, no one 
was watching when he callously gunned down Cally (nee, Dorian) and he isn’t about to tell 
them. 

Vila is disconsolate at losing Cally again after having been so pleased to learn she had not 
died on Terminal. Worse still for Vila, he had been watching from hiding during the battle 
and had an excellent view when Sara Tane was casually dismembered by the Darkness 
before it had stalked off toward the reactor core... 

Now back onboard the System space station, Vila deals with it true to form by getting 
horribly drunk and agonising to Avalon and Alta Prime. 


Meanwhile Avon reclusively remains aboard their ship as it rests safely in the vast hangar 
bay of Spaceworld 3. Orac has informed him of a communiqué it obtained regarding a 
ghoulish Federation ceremony soon to take place on Earth; Blake's carefully preserved 
corpse is to be displayed at Servalan’s formal re-inauguration rite, during which she will 
once again fully resume her former place as President of the Federation. According to 
Orac, Servalan is planning to publicly “reveal” that she killed Blake personally during a 
lightning raid she claims to have led against “his near-impregnable HQ bunker on the 


rebel fortress world Disintresta”. In the communiqué, she refers to Blake as a “notorious 
terrorist and incorrigible child-molester”, who was “arch-traitor behind the Andromedan 
invasion” and “the betrayer of humanity who, in his limitless treasons, masterminded the 
outbreak of the Interstellar War". Blake's body is to be displayed embedded in a solid 
block of Perspex at the foot of the podium as she reclaims office and is presumably 
intended to absolve any lingering doubts as to her capabilities in the eyes of her would-be 
detractors. 

Avon, steely-eyed, considers momentarily before disengaging the dry-dock gantries, 
prepping the ship for launch, and setting out in the vessel alone. 

No sooner is he underway than a flash of teleport field catches his eye from across the 
flight deck. Vila, Avalon, and Shinobu appear and Avalon tells him that they were sitting 
around listening to Vila’s moaning when their teleport bracelets just suddenly came to life 
and began relaying the audio Orac just played to Avon... 

Avon then fixed his gaze on Orac, whose lights merely blinked away dispassionately. 
Avalon chides Avon for going out alone heedlessly in spite of the distinct possibility that it 
may be some kind of a trap. 

Alta Prime then moves to the bridge communications position and issues orders to the 
System; DSV-6 captained by Alta Nine is to be loaded with a full complement of Guards 
equipped for heavy ground combat and is to rendezvous with the IS-173 with maximum 
urgency. Orac recommends pausing near Titan to regroup before committing to action 
and Shinobu passes on the information. Avon again fixes him with a look. 

Upon reaching Titan, Orac’s intentions are revealed as it transpires he has orchestrated a 
meeting with an external party who has pledged their support. The main screen becomes 
active, revealing a small fleet of unfamiliar ships hanging above the frozen ice plains. 

The communications channel springs to life as the image is replaced by that of the lead 
ship's flight deck. 

The bridge commander turns toward the viewer and nods a greeting confidently. 

“Hello Avon, are you ready to do this?” asked Del Grant. 

A grin slowly spread across Avon's features as his eyes narrowed. 

With a flourish, he draws his sidearm and gives the order to close in on Earth... 


Servalan is ready. The stratagem arising out of her newly rekindled professional 
association with the previously exiled Psychostrategist Carnell simply cannot fail to attract 
Avon. 

The event is being held atop the capitol dome on Earth, in an amphitheatre open to the 
sky reserved for only the highest official occasions. There are ranks of Iron Guard standing 
by the podium flanking Servalan’s grizzly ‘trophy’. With any luck, she thinks, Avon will be 
so fixated on capturing Blake's corpse that he may not realise that the President is only a 
holographic projection until he is within killing range... 


Table + Brief: 

The battlefield consists of a largely open area with numerous columns around the wings 
and massive banks of PA speakers deployed here and there. An elevated platform is to the 
north holding the corpse, the podium, and the unkillable projection of Servalan. A 
surprisingly small number of officials (Civilian NPCs) are assembled on the floor, and each 
has been specially invited to attend by Servalan herself (these are of course inconvenient 
officials she hopes will get diced in the crossfire). 

The real Servalan is indeed present, but is watching discreetly from a projection room at 
the south where she is accompanied by Carnell. A bomb has been placed beneath the 
Perspex coffin and is primed and ready to detonate should it be moved. The Federation 
player may deploy the Iron Guardsman as he sees fit. 

Del Grant's resistance commandoes have been equipped with teleport bracelets enabling 
them, the System guards, and all the protagonists to teleport onto the table during the 
first turn. Orac is able to detect the bomb attached to the coffin and has alerted Avon. 
What Avon intends to do now is up to the player... 


RULES -Gi7A 


Q) Some of the rules imply a character can suffer a skipped turn for various reasons. What happens if a 
character is involved in an ongoing assault at the time or becomes involved in one during its skipped turn? 
A) the unit is hit automatically x the number of attackers. Special defences or saves for Talents holders which 
rely on the Talent holder taking direct physical action to escape trouble are not usable. 


Q) Doors and locking them; how does this work? 

A) It takes one action to open, shut, lock, or unlock a door, but closing a door and locking it can be one 
action. Assume models on their home turf are able to unlock their own doors. In this case unlocking and 
opening a door can be one action. 

Units faced with locked doors have some options. If they have anyone capable of Feat of Strength, they can 
have this character force the door open using a Talents test (the D6 modified appropriately according to the 
material the door is made of). If they have a plasma or strontium grenade, they can use this to melt the door 
off. This hits automatically, but roll the dice to see if a 1 is rolled. If so, the grenade has scattered accidentally 
creating a hazard. Normally though, a character takes a fire action, the grenade hits automatically, and the 
door is simply considered melted open. 

A last option is simply having Vila show them how the pros do it... 


Q) During playtesting we repeatedly encountered incidents in which there is a locked door between two 
separate groups of soldiers, all of which are on overwatch, with a nearby model of one or the other force 
pressed against the wall by the door, poised to operate the control that opens the door. When faced with 
two groups on overwatch like this, and an intervening obstruction is suddenly removed, what happens? 

A) The way to handle this is to have both players play an isolated turn of shooting from both sides which is 
considered simultaneous. As this is going on, do not proceed to calculate damage and saves yet; resolve all 
to-hit rolls originating from both sides first. Only once this is done and it is decided who has been hit, 
resolve all damage from both sides and only lastly remove “killed” models. This represents fairly well two 
sides shooting each other to ribbons before anyone realises they've been hit. After the dust settles, resume 
the original player's turn sequence that was interrupted by all the overwatch fire. 


Q) If one of my characters has been flamed, can't he expend actions to attempt to extinguish the fire? 

A) In the case of napalm, it is not a simple question of stop, drop, and roll; napalm is formulated to stick and 
burn to the bone... However, that being said, there is a tiny chance that some effort may help. If a character 
can leap into water, the flames will go out. Failing this, if a flamed character expends their two actions on 
attempting to extinguish the flames, they may add one pip in their favour to the dice roll when determining 
whether or not they continue to burn. For each bystander which expends an action on assisting them, add 


+1 pip. 


Q) If a weapon's T- is sufficient that damage is automatic, do | still need to roll? 

A) No, there’s no point. 

Q) What about saving throws? Even if the save modifier is large, isn't a 6 always a save no matter what? 
A) Perhaps in other games, but not this one. Think of it this way; do you really have a one-in-six chance of 
surviving a point-blank shotgun blast? Only “protagonist luck” can defeat something like this, and it has 
been accounted for in the various profiles with luck rolls, and other advantages. 


Q) Basic human toughness seems rather weak in this game. What is the reason for this? 

A) Of all the people shot with Carbines or Particle Beamers on Blake's 7, how many dropped dead 
immediately and how many walked away? 98% of the time a single hit from one of these weapons proved 
fatal. Consider that these weapons were standard issue for the Federation and the System respectively; this is 
most likely due to their obvious stopping power. This is why an assault rifle on semi-auto (which also 
represents the common rifle) has no T- or save mod; it simply doesn't produce the statistical stopping power 
per shot that a federation sidearm or a particle beamer appears to. We calibrated human toughness allowing 
for a sliding scale of damage ranging from a punch to a neutron blaster, and targets ranging from human 
flesh to armoured tanks. An average human toughness of 5 fit this perfectly, and if the usual sidearms in the 
game seem overly lethal, it is because unusually lethal firearms are the norm in the Blake’s 7 universe! 


Full Weapon Rules 


All weapons 
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Particle Beamer = eo Vai 25cm 50cm a 

Military Particle Beamer: 

° Standard Power -1l = oil 25cm 50cm = = = 
) Assault Focus -1 mS 15cm - 2cm - = 
° Heavy Power wz = om] 30cm 120cm 3cm Yes = 
Carbine =1 - = 35cm 70cm 7 7 = 
Combat Pistol -1 - -1 ec/25cm 45cm - - - 
Defence Pistol - -  -2 ec/15cm 30cm - - - 
Midori Pistol - - -1 cc/20cm 40cm - - - 
Heavy Paragun: 

° Burst Fire ei. 424" Ss 40cm 80cm 3cm = = 
° Sweep Fire Hh S3e 4 40cm 80cm 6cm YES = 
Modular Clip-Rifle: 

° Full Automatic -1l 2+ -1 50cm 100cm 3cm 7 ix 
) Plasma, Shotgun**-2 =. 3 15cm 25cm 2cm = = 
Pistol = 2 cc/15cm 25cm = = = 
Shotgun** =] == 15cm 25cm 2cm = = 
SMG** 7 Vs iad 15cm 30cm 3cm = = 
Sniper Rifle 2 = eg 70cm 120cm = = = 
Assault Rifle 

° Semi-Auto ae aaa 60cm 120cm = = = 
° Burst Fire** Sh) 240s 60cm 120cm 2cm = = 
° Full Auto ** a1. 240 60cm 120cm 3cm YES = 
LMG* * I de 40cm 120cm 3cm 7 - 
HMG* /** Sh he 30cm 120cm 4cm = = 
Blaster Pistol + aes 25cm 50cm = = = 
Blaster “ ae 35cm 70cm fd 7 as 
Energy Rifle = ies 40cm 100cm = = = 
Laser Cannon* =3 = 38 40cm 120cm 3cm = = 
Frag Grenade =i, ces: 20cm 35cm 4cm - i 
Plasma Grenade =2 == 20cm 35cm 4cm 7 ¥. 
Flash-Bang Grenade®- Bao om 20cm 35cm 5cm ad Y 
Strontium Grenade  -3 aod 20cm 35cm 4cm = bg 
System Grenade =2 et ey 20cm 35cm 4cm 7 a 
Molotov Cocktail ~2 eee: 20cm 35cm 4cm = Y 
Flame Thrower 2 =o os As Template As Template - 7 
Bazooka* <3 ey 20cm 40cm 7 YES 7 
RPG -2 - 7-2 60cm 120cm 4cm YES Y 
Mortar* -3 ies not possible 40cm-120cm 5cm = MX 
Neutron Blaster*: 

° Direct Fire** -4 =o 2 30cm 200cm 4cm = N 
e Indirect Fire -2 = Pe - (Min 25cm) 160cm 5cm = ¥. 
Clip Gun [as ammo:] 

1.Plasma Bullets <<] = =] 30cm 60cm = = = 
2.Laser “3 = =2 15cm 30cm - = = 
3.Percussion Shell*-2  - = 15cm 25cm 2cm = 7 
4.Micro Grenade* ees = 20cm 100cm 3cm = yes 
Seobuh®* Se eh ee 15cm = 2cm = Ee 
6.Drug*** =). BH = 20cm 40cm = + = 





Clip Gun notes: 

*LOS only/Move or fire only 

**xonly works on humans. Subject is unconscious for the rest of the battle. 

*x*only works on humans. Target model becomes doped and immobile and may no longer fight 
but may be moved by the player who drugged him (at basic Move speed) if one of his models 
is within 10cm. Good for capturing POWs. Effects last the rest of the battle but Talents 
holders may test at the beginning of each of their following turns to shrug off the 
effects, succeeding on a 5+. 

General Weapon Notes: 

e Grenadier troopers carry enough grenades to last the battle. 

° [*] cannot move & fire in the same turn. 

° [**] cause an additional T-2 at short range. 

e ¢Flash-Bang Grenades: As they are not intended to do damage, Flash-Bang grenades subvert the normal 
damage calculation rules slightly. Roll to hit as normal to establish the landing spot of the grenade, then test 
effectiveness against each model within the blast radius. All models thus affected may take no actions during 
their next turn due to disorientation and confusion. (There is no need to test toughness and a saving throw is 
not allowed.) 





SMG/Assault Rifle/LMG/HMG: Place the template over the target. Do not roll for Gun Skill- simply roll for 
effectiveness. In this case, EFF is reduced due to range or cover in the same manner as firing rolls. 

LMG: May MOVE & FIRE and MOVE FAST. Exploratory Fire. \f a target is no more than 4" beyond or behind cover 
such as bushes, flames, or smoke (and technically Out of LOS), an LMG may use Exploratory Fire. A hit is scored 
ona "6". 

HMG: May not MOVE & FIRE or MOVE FAST. Crewed by two men. In this case the second man may act as a 
“backup” if the gunner is killed. He may take over immediately so long as he was within 2” of the original 
gunner. Otherwise he must wait a turn before being able to fire. HMG crew troopers are also equipped with a 
pistol for close defence. HMGs are capable of Exploratory Fire. [See LMG, above]. 

Note that SMGs and Assault Rifles do not generate anywhere near the blanket of fire that LMGs and HMGs can 
unleash. These weapons may not use Exploratory Fire. 

Bazooka: May not MOVE & FIRE. May MOVE FAST. May only fire every other turn if one of the team is killed. 
Bazooka troopers are also equipped with a pistol. 

Mortars: May not MOVE & FIRE or MOVE FAST. No LOS necessary, but without LOS direct hits only take place on 
a “6". May only fire every other turn if one of the crew is killed (i.e. they become Reload weapons). Mortar 
troopers are also equipped with a pistol. 

Effects of flamethrowers and firebombs: Models falling under a flamethrower template are hit automatically. If 
they save against the initial T-2 hit, place a famed marker next to them. On each subsequent turn (including 
both player's turns) roll on the following chart for each person famed 


1&2 - the flames go out 

3-5 - The flame continues to burn, apply T-2 damage. 

6 - Explosion! Ammo or a grenade the person was carrying has detonated catastrophically. The 
character is killed and replaced with a Flame radius 


When an area is flamed, leave an orange 4cm Flame radius in place at the rounded terminus of the 
flamethrower template (Or in the case of a Molotov, simply leave the marker on the table). Note that flame radii 
block LOS and thus cannot be fired through. Anyone moving through a flamed area immediately takes an T-2 
hit, Save -2, and is now considered flamed. 
Roll a dice for each Flame radius left on the table after each person’s turn: 

D6: 

1-2: The flames go out — remove radius 

3-4: The flames continue to burn — test again next turn 

5: The fires spread — add another Flame radius. Place it touching this one (edge-to-edge) at a 

randomly determined point on its circumference. 

6: Explosion! Add D6 new Flame radii as outlined above. 


If a vehicle is famed, apply damage to any exposed crewmembers or passengers. Then mark it with a Flamed 
marker and roll a dice: 


Flamed Vehicles. 

1-2 The Flames go out 

3-4 The flames continue to burn. Roll again next turn. 

5-6 Explosion! Something has detonated inside the vehicle and blown the thing sky high. Anyone inside is 
killed. Anyone within 10cm of the exploding vehicle takes an automatic hit at T-2. Place a flame radius at the 
vehicle's final position. 


*In the case of flamed crew in open top vehicles, you do not have to denote which of them is flamed with 
individual markers. Either they are all flamed or they aren't. Until they leave the vehicle they are treated as a 
single unit. However, if they were to leave the vehicle, refer to this summary: 

Vehicle open-topped and flamed — crew now considered flamed. Vehicle fully enclosed and flamed — Crew is 
not considered flamed. They may choose to abandon the vehicle, but they must wait until it is stationary. 


Explosives: 
Explosives (not grenades) leave a flame radius marker on the table after detonation. 

o Delay Mine: Must be hand-placed into position costing one action. May be set to count down for up 
to 6 turns [Use a small D6 to help keep track of this]. 
T- 5, Sv- 2, 7cm Radius. 

o Proximity Mine: Must be put in place by hand, costing one action. Proximity trigger is set to explode if 
any movement takes place within 2 the potential blast radius of the device. The device is considered 
armed when the character carrying it puts it down and walks out of its trigger range. This takes two 
actions: One to arm the device and put it down, and one to ambulate away. Useful for denying terrain 
to the enemy. 

T-3, Sv-2, 6cm Radius. 

o Remote Detonator Bomb: A high explosive device operated by a small handheld remote control. It 
can be detonated anytime, from anywhere on the battlefield. It must be put in place by hand and 
armed, which costs one action. 

T- 4, Sv-2, 5cm blast radius. 
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Roj Blake [Liberator Era 


Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 
U+ + +] 3+ 168° 15cm eecm 8cm 3+ 


WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
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Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 





Equipment Carried: 
e —_ Teleport Bracelet 
e Blake carries D3 spare Teleport bracelets to share out to any potential allies in need of teleport. 
e Blake occasionally carried explosives into battle for strategic use. He may enter the battle equipped with the 
following device: 
o Delay Mine: Must be hand-placed into position and armed, costing one action. May be set to count 
down for up to 6 turns [Use a small D6 to help keep track of this]. T- 5, Sv- 2, 7cm Radius. 


Other Notes / Abilities: 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Positive Influence: Blake is a major human hero of legendary reputation. As such he has confers positive 
influence on all members of the resistance up to 20cm. [This does not include the Liberator crew, who see him 
as just a man...] 

e —_Orate: Upon encountering any group of NPCs (civilians, bystanders, etc.), Blake may attempt to sway them to his 
cause using politically charged rhetoric to persuade them to join him in his current efforts “for the benefit of all”. 
Take no other actions for one turn and test against Talents to succeed. All NPC models within a 10cm radius test 
separately. A success means that Blake's player may control these models as his own troops for the remainder 
of the game. If Blake fails, he may try again next turn. 








Kerr Avon [Liberator Era 
Actions Available: 


Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 


3+ + +2 ct 188° 15cm eecm Bcm ct 
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Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

Equipment Carried: 

e —_ Teleport Bracelet 

e —_ Avon occasionally carried explosives into battle for strategic use. He may enter the battle equipped with the 
following device: 

o Delay Mine: Must be hand placed into position. May be set to count down for up to 6 turns [Use a 
small D6 to help keep track of this]. T- 5, Sv- 2, 7cm blast radius. 
Other Notes / Abilities: 

e Technical Mastery: In a situation where technical or computer skills are required challenges for a scenario, take 
no other actions for one turn and test against Talents skill to determine success. This could (for example) be 
used for purposes of sabotage, construction, reprogramming, or repair. Multi-level operations might require 
more than one test to succeed, such as in a case where Avon might spend one turn repairing a disabled 
Federation robot and on his following turn reprogram it to follow his commands (i.e. switch sides to be used by 
the player controlling the Avon model). It is recommended that players agree beforehand about the number of 
successes a given operation might entail, such as in a scenario where Avon must build a device in order to 
achieve a prearranged scenario objective. 

e Talent for Surviving: Often Avon is able to use his uncommonly honed wits to keep himself alive even in rather 
dire circumstances. Once per game, when the odds are stacked against him, Avon may take his saving throw 
using his Talents stat. 

e Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e — Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

e Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 











Cally [Liberator Era 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 


Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 

U+ St +] 3+ 168° 15cm eecm Bcm + 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer =2 = =i, 25cm 50cm = = = 





Battle Skills Available: 





Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 


Equipment Carried: 


Teleport Bracelet 
Cally often carries D3 spare Teleport bracelets to share out to any potential allies in need of teleport. 
Cally occasionally carried explosives into battle for strategic use. She may enter the battle equipped with the 
following device: 
o Delay Mine: Must be hand-placed into position costing one action. May be set to count down for up 
to 6 turns [Use a small D6 to help keep track of this]. T- 5, Sv- 2, 7cm Radius. 


Other Notes / Abilities: 





Telepathic Action: In a situation where telepathic communication is required as per the requirements of a 
scenario, test against Talents skill. This costs no actions and as such may be done on the move. 

Telepathic Warning: If the player controlling Cally spots his opponent player measuring out a prospective shot 
in preparation to have one of his models fire upon a model allied to Cally, he may call an interruption citing 
telepathic warning on the part of Cally. This may be done provided that both models are within LOS of the Cally 
model at the time. She may then be said to have warned her ally about the incoming shot and the shot is not 
allowed to proceed. This may only be done once per game. Due to the suddenly heightened emotional intensity 
of the moment, there is no need to roll against Talents for this particular type of Telepathic Action to succeed. 
Precognitive Flash: Forewarned by a passing vision, Cally is alert to an impending threat. Cally may take her 
saving throw on 2D6. This may be done at any time, once per game. 

Precognitive Clairvoyance: Cally glimpses a passing image of a friend in danger. Cally may attempt to warn 
them with Telepathy. Once warned, her ally may take their next save roll on two dice. Cally must test against her 
Talents to succeed. If she fails, she may try again in following turns but only until the designated recipient of the 
telepathic message is called upon to make a saving throw after which she must stop (This is considered to have 
been the subject of the precognitive vision). This skill is usable once per game. 

Silent Warning: If Cally is captured out of LOS of her crewmates, she may send a Telepathic message warning 
them using a Talents roll. Once warned, her other crewmates have a better chance to resist capture themselves. 
Fire for Shock and Assault to Capture actions directed against Cally’s immediate crewmates are settled with a -2 
modifier for the remainder of the game. 

Empathic Distress: If the telepath is fired upon she can psychically call out to the D6 closest models allied to her 
triggering an adrenalin burst within them as they feel her transmitted emotions. They may take an action at 
once in order to assist or begin assisting her. 

Cally may also use her telepathy to act as an impromptu forward spotter for any indirect fire heavy weapon 
teams that may be allied with her. There is no range limitation for Cally to act in this capacity. Once Cally 
succeeds in an initial Talents roll, the telepathic connection is established and the indirect fire weapons gain +1 
GS each turn Cally keeps the target in her LOS. There is no need to test against Talents each turn. Multiple crews 
may benefit (provided they are no more than 15cm apart), as they are assumed to be able to shout coordinates 
to one another while one of them receives Cally’s thought communication. 

Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 
Charmer 





Del Tarrant [Liberator cra 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MoveFast Sneak Talents 


U+ U+ +] 3+ 188° 15cm eecm 8cm 3+ 
WEAPON T- EFF Sv-__ Short Range/Long Range’ Radius / Reload / Realign 
Particle Beamer -2 - -1 25cm 50cm = a = 





Battle Skills Available: 

e —_ Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 


Equipment Carried: 
e —_ Teleport Bracelet 





Notes/Special Abilities 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Piloting Action: In a situation where launching, landing, or navigation involving a space ship or flyer is required 
as per the requirements of a scenario, take no other actions for one turn and test against Talents to succeed. 

e Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e — Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 





Dayna Mellanby [Liberator Era 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS fFireArc Move MovefFast Sneak Talents 
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Battle Skills Available: 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

Equipment Carried: 

e —_ Teleport Bracelet 

e — HK Drone: Dayna carries a small automated bomb which can be driven by remote control. Dayna can initiate 
operating the device as a Fire action. It can move 25cm per turn and may operate out of LOS due to a small 
camera in it’s nose which relays back to the tiny display on her remote. Dayna can drive the bomb to the 
desired location and detonate, but she may do nothing else while operating the automated bomb. If she must 
stop to take some action, such as defending herself from an Assault, for example, the bomb simply stops 
moving that turn. She can resume operating the bomb at a later time. The range of the transmitter is 150cm. T- 
4, EFF 2+, Sv-2, 3cm blast radius. Use a small bb-sized marker for the bomb. The bomb may be targeted by area 
effect weapons only, and even then a hit is only scored on a natural 6 due to the minute size of the automaton. 
If a hit is scored against the bomb it simply detonates immediately. 

e Dayna Carries a single frag grenade and a Midori pistol as a backup weapon. 

Other Notes / Abilities: 
e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 








Jenna Stannis [Liberator Era 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 


U+ St - 3+ 188° iScm = =eecm 8cm 3+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
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Battle Skills Available: 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e —_ Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 





Equipment Carried: 
e —_ Teleport Bracelet 
e Jenna sometimes carried a System Medi-Kit to treat any injuries sustained by her friends and allies. System 
Medi-Kit: Highly advanced and designed by the System for use on fallen comrades. This type of Medi-Kit is 
standard equipment on all System vessels including the Liberator. While in base-to-base contact with a “killed” 
model for at least 1 turn, roll a Roll a D6: 
1-2: The model is dead or too badly wounded for the medi-kit to help during this battle. 
3-6: The model makes a fast recovery and is able to rejoin the battle on the next turn following. 


Other Notes / Abilities: 
e Piloting Action: In a situation where launching, landing, or navigation involving a space ship or flyer is required 
as per the requirements of a scenario, take no other actions for one turn and test against Talents to succeed. 
e Charmer 








Ulag ban [Liberator cra 


Players may opt to use a post- Breakdown version of Gan if it is compatible with a scenario’s chronological setting. In such 
a case, all rules below pertaining to limiter malfunctions may be ignored. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 


U+ 3+ +3* U+ 188° 15cm eecm 8cm 3+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer -1 7 -1 25cm 50cm 7 - 7 





Battle Skills Available: 
e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 
Equipment Carried: 
e —_ Teleport Bracelet 
e Gan sometimes carried a System Medi-Kit to treat any injuries sustained by his friends and allies. 
System Medi-Kit: Highly advanced and designed by the System for use on fallen comrades. This type of Medi-Kit 
is standard equipment on all System vessels including the Liberator. While in base-to-base contact with a 
“killed” model for at least 1 turn, roll a D6: 
1-2: The model is dead or too badly wounded for the medi-kit to help during this battle. 
3-6: The model makes a fast recovery and is able to rejoin the battle on the next turn following. 





Other Notes / Abilities: 
* Gan's assaults are always resolved with T-2, Save -2. 

e Feat of Strength: In a situation where strength is required as per the requirements of a scenario, take no other 
actions for one turn and test against Talents skill. 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Gan is immensely strong and may carry an incapacitated casualty with no movement or action penalties. 

e —_Redoubled Effort: If Gan loses an assault, he may immediately add the value of his Talents stat to his die roll 
result. This may be done once per game. 

e Limiter: Gan’s limiter only authorises him to kill if those in his peer group have killed. Thus, unless an ally within 
12" has attempted to kill an opposing model, Gan is considered authorised to kill by his limiter for the rest of 
the battle. However, Gan’s limiter is flawed; Certain conditions will trigger specific effects in Gan: 

fo) If Gan comes into LOS of a charmer involved in an assault action, he will instantly, and for the 
remainder of the game, enter the homicidal state outlined under result 1-4 below. 

o Whenever Gan actually kills someone (not just attempts it) roll a D6. On a result of a 6, Gan’s limiter 
breaks down. Roll a further D6 and apply the following results: 





«1-4: Gan reverts to his natural state, becoming compulsively homicidal. He attempts to 
move fast towards the nearest female model and assault them until they are dead. 
(prioritising females within LOS) If there are no female models on the table he will simply 
try to kill the nearest male in hand-to-hand combat. In the case of Charmers/female models, 
he will move at move fast speed directly toward them until he comes into base-to-base 
contact, whereupon he will grapple them automatically. Gan is gripped in a predatory 
mental state and will proceed to attempt to murder the Charmer on the spot. If successful, 
he will then seek out the next nearest female model (regardless of LOS) using the shortest 
reasonable path and continue to repeat this pattern until he is subdued somehow. 

= 5-6: Gan has a seizure as his limiter feeds scrambled impulses into his brain. This turn he is 
fixed on the spot as he writhes in blinding pain. He will defend himself if attacked in hand- 
to-hand combat, however. 


e While in his homicidal state, Gan’s profile changes thus: 


Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 
U+ 3+ +6 - 7 ec8cm ebcm > ct 


Vila Restal [Liberator cra 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 


Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 
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Battle Skills Available: 

e —_Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 





Equipment Carried: 
e —_ Teleport Bracelet 


e Lockpick Kit: As long as Vila has his lockpick tools in his possession, Vila may use his Master Lockpick ability. 


Other Notes / Abilities: 

e Explosives make Vila highly nervous and he refuses to use them. 

e —_ Pickpocket: Vila is a master of misdirection and sleight-of-hand. If moving (or even passing) into base-to-base 
contact with another model, he may attempt to pickpocket items carried on their person. Naturally he cannot 
take a soldier's main weapon out of his hands without being noticed, but he may take items from pouches, 
pockets, or holsters at will. For purposes of example, these could include (but are not limited to) items such as 
grenades, satchel charges, holstered pistols, Equipment Counters, Keys, Devices, scenario artefacts, etc. Just so 
long as they are not the main weapon on the miniature and that the players’ consensus is that it is conceivably 
possible for Vila to take the item in question. This costs no actions. Test against Talents skill to succeed. 

e Master Lockpick: In a situation where lockpicking is required as per the requirements of a scenario, take no 
other actions for one turn and test against Talents skill. 

e Fast Talk: Vila has an innate talent for employing a combination of disarming body language and spontaneous 
chatter to temporarily confuse would-be opponents. Vila may use his Talents skill to cause all opponent models 
within 15cm and LOS to lose their next turn by fast talking them into indecision. This skill may be used against 
models in overwatch in order to rob them of their eligibility to fire (provided they are within 15cm), but because 
of their heightened state of readiness to fire, the Talents roll is modified by -1). 

e Careful Concealment: Vila is a master at hiding. If Vila wishes to hide he may opt to use a special version of hide 
called Careful Concealment instead. In this state Vila may not be targeted by firearms at all, but may still be 
assaulted. All other rules pertaining to Aide still apply, such as cover being a prerequisite. Careful Concealment 
costs two actions. 

e Cowardly Survival: In the event that a dice throw should result in Vila’s death, he suddenly finds himself able to 
hide better than he ever thought possible. Instead of being killed, the Vila model may be placed into cover, out 
of LOS of attackers where possible, anyplace within 15cm of his starting position. Vila is immediately considered 
to be using his Hide action for the purposes of resolving the remainder of the attacking player’s turn. If there is 
no available cover he will simply be moved 15cm backward and away from his attackers whereupon he will use 
Hide whilst feigning death in plain view. Vila may use this ability once per game before his luck begins to run 
out... 

e In his capacity as weaponry officer aboard the Liberator, Vila was also in charge of firing the ship’s ground 
support-weapon, the Neutron Blaster. 


Support Weapon: Neutron Blaster 


Neutron Blaster: A support weapon devised by The System. It is capable of devastating direct fire. In low power mode, the 
cannon can be elevated to eject a spheroid of plasma usable via indirect fire. 
Actions Available: 





Move// Fire // Move & Fire 
Fire Arc Move MoveFast Sneak Minimum Crew 
45° 18cm - - One 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Re-Align? 


Support Weapon 


Neutron Blaster*: 
° Direct Fire** -4 S e2 30cm 200cm 4cm = N 
e Indirect Fire -2 ee” - (Min 25cm) 160cm 5cm = Y 











Other Notes / Abilities: 





[*] cannot move & fire in the same turn. 

[**] causes an additional T-2 at short range. 

Out of LOS targets may be targeted nonetheless when using indirect fire. Hits are scored only on a 6. In the 
event of a miss, use scatter dice or determine a scatter direction randomly. The shot lands 4D6cm away. Apply 
the blast radius at this location. 

The stats above and assume the gun is being moved by at least two people. The Neutron Blaster requires only 
one crewman to fire. However, if the crew is reduced to only one, it can no longer be moved on foot. 
Attackers beyond 20cm randomise their hits between the weapon and its crewmen. They may select targets 
freely within 20cm of the crew weapon. 

For the purposes of resolving damage against the weapon itself (for example, due to area-effect weapons): 


Toughness 
3+ 





Urac 


Orac may be utilised in-game for a variety of tasks by whatever force holds him in possession although some may have 
an easier time with him than others. 
Some of the tasks Orac is able to perform exist for the purposes of accomplishing strategic goals, while others have a 
direct effect on battlefield units. 
Orac is considered a Semi-playable character. 
Actions Available: 
Compute // Transmit // Influence // Psychic Alliance 


Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 

U+ G+ - - - - - - 3+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
none 


Battle Skills: 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness (or at least a bank of backup circuits) to pull off a last-ditch trick 
resulting in their survival. This skill may be used once per game. 

e Piloting Action: In a situation where launching or controlling a space ship or flyer is required as per the 
requirements of a scenario, take no other actions for one turn and use this skill to succeed. 


Other Notes / Abilities: 

e —_Orac must be carried by a someone if he is to be moved. This individual may do so and still fire a weapon 
provided it is possible to fire it one-handed. Incoming shots should be randomly allocated with Orac being hit 
instead of the one carrying him on a D6 roll of 5+. 

e Key: Orac may only be communicated with while his key is connected. One of the player's characters may begin 
the battle holding this key. To communicate with Orac, they must be moved into base-to-base contact and then 
connect the key (connecting costs no actions). The key may then be left connected or may be disconnected 
during a later turn, again costing no actions. It is worth noting that Orac can still function fully while his key is 
disconnected, but cannot communicate or take on new tasks without it. 

e Obstinate: Orac enjoys evading human instructions and dissuading potential users whom he feels are not 
worthy to employ his vast talents by means of deconstructing the logic of given instructions or articulately 
critiquing the semantic nuance of verbal input received. 

Before a player may utilise Orac during their turn, they must select a character in their army holding a Talents 
rating and bring him within speaking distance of Orac (12cm). The verbal interplay of wit is then represented by 
a roll on the resistance chart, with Orac using the “Defender” column and the tasking human the “Attacker” 
using both characters’ Talents ratings. This costs one action and thus may be attempted a maximum of twice 
per turn. When the human finally succeeds in parrying Orac’s evasive banter, Orac will accept commands. 
Accepting commands may begin immediately. 

Exceptions to Obstinate. Orac will cooperate instantly during situations in which his destruction or capture is an 
immediate conceivable consequence of his obstinacy. As a general rule of thumb, if there are enemy within 
25cm or within LOS of Orac at any range, he will not be obstinate but will cooperate in order to expedite the 
safeguarding of his person. 

e Compute: Computation of data may be utilised as a plot-point in a scenario as something which must be done 
to secure an objective. In one turn, Orac is given instructions to begin computation. The following turn(s) Orac 
must test against his Talents rating to accomplish a required operation. Multiple operations might be required 
to secure a complete computation objective. Even relatively simple tasks, such as scanning data cubes 
recovered from a safe prior to replacing them so no one knows the information has been stolen, might 
conceivably stretch into three or four separate operations due to Orac encountering imbedded cipher codes 
and thus needing time to access data from computers at Federation Space Command in order to decode the 
information... Simply negotiate task parameters for Orac with other players beforehand. 

e — Transmit: A Strategic function for purposes of a prearranged scenario event, for attempting to summon help via 
teleport, etc. Costs no actions. Example: After Avon is marooned on a sparsely populated planet, he fights off 
primitives who are hunting him while Orac is detailed to transmit a distress signal for a number of turns, the 
player rolling a dice each turn until a natural “6” is scored, meaning the prearranged scenario event is triggered; 
in this case, a flyer lands containing Spacers willing to help. 

e Influence: Orac may attempt to bring any units designated as Computerized under his control using /nfluence. 
Orac may single out a specific Computerized unit and attempt to reach their programming in order to begin 
influencing them. He acquires access to their controlling programs by testing against his Talents rating. If he is 
successful, roll on the following chart: 

D6 

e Failure. An unexpected problem resulted from encryption indecipherable without the proper access codes. 

e 2-3. Overriding... The target model misses its next turn as Orac deactivates certain functions in preparation 
of facilitating his own. If the target to be taken over is a moving vehicle it will simply continue moving 
straight ahead next turn as its controls lock up briefly. Roll again next turn if Orac perseveres in trying to 
influence this unit. 

e 4-6. Orac has taken the unit over completely. He may immediately take 1 turn with the unit. 





Psychic Alliance: Orac may cooperate with models capable of Psychic Action so that the pair of them can 
attempt to fight off any attacking Thought-Dimension Entities. By cooperating, they are able to perform an 
attack together which neither of them might ordinarily be able to make separately. During the shooting phase, 
the player controlling these characters may utilise Psychic Alliance by using the higher number of the two 
characters’ Talents ratings as a "GS" to make a psychic attack against the entity. If the attack “hits” (By rolling 
above this number), their combined power constitutes a modifier of -1 Astral Toughness for use against the 
Thought-Dimension Entity. Both Orac and a Psychic Ally are capable of supporting one another this way if one 
of them is attacked. The cooperative defence is workable no matter which one of them is the focus of the 
entity's attentions. 

(At the risk of digression, it is worth noting that the artefact Moon Disc fulfils the identical function, but this may 
only occur if they are in contact with the one requiring their help. There is a 4+ chance each turn that these 
discs will teleport the one requiring their help into their proximity should they enter into a situation in which it 
could be said that assistance is required. The Talents rating of a moon disc is 4.) 

If Orac is under attack by a thought-dimension entity, it is no longer possible to remove his key. 

Operate Teleport: Orac may operate the teleport with impunity whether he is on or off the ship in question or 
he himself is the one being teleported (though he must be held by a human wearing a teleport bracelet to be 
teleported himself). Asking him to operate the teleport will require a roll resulting from Obstinate, but he will 
immediately operate the teleport as instructed thereafter for the remainder of the game. If self-preservation is 
ever an issue, Orac will not quibble. He will operate the teleport immediately. Should Orac find himself being 
held by a dying or unconscious human with no hope of being recovered on the battlefield by an ally, he will 
teleport himself and the human in question to safety with all due urgency. 

This unit counts as Computerized. 





Herr Avon [Scorpio Era 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MoveFast Sneak Talents 























3+ 3+ +2 ct 188° 15cm ercm 68cm ct 
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Clip Gun [as ammo:] 
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5. Stun** -1 3+ ~=O- 15cm = 2cm = = 
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**only works on humans. Subject is unconscious for the rest of the battle. 

*x*only works on humans. Target model becomes doped and immobile and may no longer fight 
but may be moved by the player who drugged him (at basic Move speed) if one of his models 
is within 10cm. Good for capturing POWs. Effects last the rest of the battle but Talents 
holders may test at the beginning of each of their following turns to shrug off the 
effects, succeeding on a 5+. 


Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

Equipment Carried: 

e Clip Gun: This special weapon was unique to the crew of Scorpio. The controlling player may designate each 
crewmember's individual ammo type before the game begins, if so desired. (If this is happens to be forgotten, 
the default type is plasma bullets.) It takes one action to switch between ammo types, though this may be done 
on the move. 

e Scorpio Teleport Bracelet 

e — Avon occasionally carried explosives into battle for strategic use. He may enter the battle equipped with one of 
the following two devices: 

o Remote Detonator Bomb: A high explosive device operated by a small handheld remote control. It 
can be detonated anytime, from anywhere on the battlefield. It must be put in place by hand and 
armed, which costs one action. 

RD Bomb: T- 4, EFF 2+, Sv-2, 5cm blast radius. 








o D6 Remote Detonator Frag Grenades: Avon has modified these grenades so that they can be placed 
in position to be detonated later. They are useful for denying terrain to the enemy or for covering 
escapes. It costs no actions to drop one of these into place during movement. They may be placed 
within 10cm of the Avon model. Detonation requires LOS for the IR beam to function unimpeded and 
costs one action, though Avon may use this action to detonate one or all grenades in LOS. 

RD Frag Grenade: T- 1, EFF 4+, Sv -, 4cm blast radius 





Other Notes / Abilities: 

e Technical Mastery: In a situation where technical or computer skills are required challenges for a scenario, take 
no other actions for one turn and test against Talents skill to determine success. This could (for example) be 
used for purposes of sabotage, construction, reprogramming, or repair. Multi-level operations might require 
more than one test to succeed, such as in a case where Avon might spend one turn repairing a disabled 
Federation robot and on his following turn reprogram it to follow his commands (ie. switch sides to be used by 
the player controlling the Avon model). It is recommended that players agree beforehand about the number of 
successes a given operation might entail, such as in a scenario where Avon must build a device in order to 
achieve a prearranged scenario objective. 





Talent for Surviving: Often Avon is able to use his uncommonly honed wits to keep himself alive even in rather 
dire circumstances. Once per game, when the odds are stacked against him, Avon may take his saving throw 
using his Talents stat. 

Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 
Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 

Ruthless Survivor: For this character, it has become clear that the ends most assuredly do justify the means, and 
this character is willing to make any necessary sacrifices in order to survive- All the better yet if someone else 
can make that sacrifice for them... If any combat or circumstance results in this character being killed, they may 
elect to have a friendly model within 10cm take the fatal blow in their stead, whether through suddenly side- 
stepping during a hand-to-hand attack, ducking behind them at the last second during an explosion, or just 
physically using them as a shield by shoving them towards a gunman. Switch places with that model to survive, 
sacrificing their life for yours. 





Vila Restal [Scorpio Era 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 























Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 

3+ St 7 3+ 168° iScm ercm iecm et 
WEAPON T- EFF Sv-__ Short Range/Long Range’ Radius / Reload / Realign 
Clip Gun [as ammo:] 
1.Plasma Bullets at eee -1 30cm 60cm - - - 
2.Laser $3.5 -2 15cm 30cm - = a 
3.Percussion Shell*-2 - - 15cm 25cm 2cm - - 
4.Micro Grenade* oko 7 20cm 100cm 3cm = yes 
5.Stun** = BS 15cm = 2cm = = 
6. Drug*® ** ae ge 20cm 40cm a 2 = 
*LOS only 


**xonly works on humans. Subject is unconscious for the rest of the battle. 

*x*only works on humans. Target model becomes doped and immobile and may no longer fight 
but may be moved by the player who drugged him (at basic Move speed) if one of his models 
is within 10cm. Good for capturing POWs. Effects last the rest of the battle but Talents 
holders may test at the beginning of each of their following turns to shrug off the 
effects, succeeding on a 5+. 

Battle Skills Available: 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

Equipment Carried: 

e Clip Gun: This special weapon was unique to the crew of Scorpio. The controlling player may designate each 
crewmember'’s individual ammo type before the game begins, if so desired. (If this is happens to be forgotten, 
the default type is plasma bullets.) It takes one action to switch between ammo types, though this may be done 
on the move. 

e Scorpio Teleport Bracelet 

e —_ Lockpick Kit: As long as Vila has his lockpick tools in his possession, Vila may use his Master Lockpick ability. 

Other Notes / Abilities: 

e Explosives make Vila highly nervous and he refuses to use them. 

e — Pickpocket: Vila is a master of misdirection and sleight-of-hand. If moving (or even passing) into base-to-base 
contact with another model, he may attempt to pickpocket items carried on their person. Naturally he cannot 
take a soldier's main weapon out of his hands without being noticed, but he may take items from pouches, 
pockets, or holsters at will. For purposes of example, these could include (but are not limited to) items such as 
grenades, satchel charges, holstered pistols, Equipment Counters, Keys, Devices, scenario artefacts, etc. Just so 
long as they are not the main weapon on the miniature and that the players’ consensus is that it is conceivably 
possible for Vila to take the item in question. This costs no actions. Test against Talents skill to succeed. 

e Master Lockpick: In a situation where lockpicking is required as per the requirements of a scenario, take no 
other actions for one turn and test against Talents skill. 

e Fast Talk: Vila has an innate talent for employing a combination of disarming body language and spontaneous 
chatter to temporarily confuse would-be opponents. Vila may use his Talents skill to cause all opponent models 
within 15cm and LOS to lose their next turn by fast talking them into indecision. This skill may be used against 
models in overwatch in order to rob them of their eligibility to fire (provided they are within 15cm), but because 
of their heightened state of readiness to fire, the Talents roll is modified by -1). 

e Careful Concealment: Vila is a master at hiding. If Vila wishes to hide he may opt to use a special version of hide 
called Careful Concealment instead. In this state Vila may not be targeted by firearms at all, but may still be 
assaulted. All other rules pertaining to Aide still apply, such as cover being a prerequisite. Careful Concealment 
costs two actions. 

e Cowardly Survival: In the event that a dice throw should result in Vila’s death, he suddenly finds himself able to 
hide better than he ever thought possible. Instead of being killed, the Vila model may be placed into cover, out 
of LOS of attackers where possible, anyplace within 15cm of his starting position. Vila is immediately considered 
to be using his Hide action for the purposes of resolving the remainder of the attacking player's turn. If there is 
no available cover he will simply be moved 15cm backward and away from his attackers whereupon he will use 
Hide whilst feigning death in plain view. Vila may use this ability twice per game before his luck begins to run 
out... 








Soolin_ [Scorpio cra 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 
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**xonly works on humans. Subject is unconscious for the rest of the battle. 

*x*only works on humans. Target model becomes doped and immobile and may no longer fight 
but may be moved by the player who drugged him (at basic Move speed) if one of his models 
is within 10cm. Good for capturing POWs. Effects last the rest of the battle but Talents 
holders may test at the beginning of each of their following turns to shrug off the 
effects, succeeding on a 5+. 


Battle Skills Available: 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e _ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 

Equipment Carried: 

e Clip Gun: This special weapon was unique to the crew of Scorpio. The controlling player may designate each 
crewmember's individual ammo type before the game begins, if so desired. (If this is happens to be forgotten, 
the default type is plasma bullets.) It takes one action to switch between ammo types, though this may be done 
on the move. 

e Scorpio Teleport Bracelet 

Other Notes / Abilities: 

e — Soolin gets a free additional FIRE action each turn. Thus for example, she may MOVE and then fire twice, or 
MOVE FAST and fire once. She may also begin her turn by using her first action to change clip ammo type, using 
her second action to MOVE and then electing to FIRE once as her free fire action. 

e Regardless of any actions used, Soolin always automatically enters Overwatch at the end of her turn provided 
there are currently no enemy in LOS. She is the only model allowed this ability. It is recommended that an 
overwatch marker remain near the Soolin model to remind players of this. 

e — Trick Shot: Test against Talents to succeed at an act of trick shooting. This can be used as stipulated by the 
requirements of a scenario or for any acts mutually agreed upon by players in the midst of a game as 
something potentially possible for her to do. Given Soolin’s remarkable shooting abilities, players should not 
balk at the feasibility of Soolin shooting a gun out of an opponent's hand, for example, or shooting a control on 
the opposite side of a room in order to close and lock a door. 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e —Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

e Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 

e = Charmer 








Dayna Mellanby [Scorpio Era 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS fFireArc Move MovefFast Sneak Talents 
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**only works on humans. Subject is unconscious for the rest of the battle. 

**x*only works on humans. Target model becomes doped and immobile and may no longer fight 
but may be moved by the player who drugged him (at basic Move speed) if one of his models 
is within 10cm. Good for capturing POWs. Effects last the rest of the battle but Talents 
holders may test at the beginning of each of their following turns to shrug off the 
effects, succeeding on a 5+. 


Battle Skills Available: 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

Equipment Carried: 

e Clip Gun: This special weapon was unique to the crew of Scorpio. The controlling player may designate each 
crewmembers individual ammo type before the game begins, if so desired. (If this is happens to be forgotten, 
the default type is plasma bullets.) It takes one action to switch between ammo types, though this may be done 
on the move. 

e Scorpio Teleport Bracelet 

e HK Drone: Dayna carries a small automated bomb which can be driven by remote control. Dayna can initiate 
operating the device as a Fire action. It can move 25cm per turn and may operate out of LOS due to a small 
camera in it's nose which relays back to the tiny display on her remote. Dayna can drive the bomb to the 
desired location and detonate, but she may do nothing else while operating the automated bomb. If she must 
stop to take some action, such as defending herself from an Assault, for example, the bomb simply stops 
moving that turn. She can resume operating the bomb at a later time. The range of the transmitter is 150cm. T- 
4, EFF 2+, Sv-2, 3cm blast radius. Use a small bb-sized marker for the bomb. The bomb may be targeted by area 
effect weapons only, and even then a hit is only scored on a natural 6 due to the minute size of the automaton. 
If a hit is scored against the bomb it simply detonates immediately. 

e Dayna Carries a single frag grenade and a Midori pistol as a backup weapon. 





Other Notes / Abilities: 
e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 








Del larrant [Scorpio cra 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 























+ + +1 3+ 188° 3 =815cm = = eecm 68cm 3+ 
WEAPON T- EFF Sv-__ Short Range/Long Range/ Radius / Reload / Realign 
Clip Gun [as ammo:] 
1.Plasma Bullets -1 - -1 30cm 60cm = = = 
2.Laser =3. = -2 15cm 30cm - = 7 
3.Percussion Shell*-2 - = 15cm 25cm 2cm - - 
4.Micro Grenade* Se i 20cm 100cm 3cm es yes 
S.stun** <1 Sh = 15cm = 2cm = = 
6.Drug*** Sis° 3 = 20cm 40cm = = = 
*LOS only 


**only works on humans. Subject is unconscious for the rest of the battle. 

**x*only works on humans. Target model becomes doped and immobile and may no longer fight 
but may be moved by the player who drugged him (at basic Move speed) if one of his models 
is within 10cm. Good for capturing POWs. Effects last the rest of the battle but Talents 
holders may test at the beginning of each of their following turns to shrug off the 
effects, succeeding on a 5+. 


Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 





Equipment Carried: 

e Clip Gun: This special weapon was unique to the crew of Scorpio. The controlling player may designate each 
crewmember’s individual ammo type before the game begins, if so desired. (If this is happens to be forgotten, 
the default type is plasma bullets.) It takes one action to switch between ammo types, though this may be done 
on the move. 

e Scorpio Teleport Bracelet 


Notes/Special Abilities 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Piloting Action: In a situation where launching, landing, or navigation involving a space ship or flyer is required 
as per the requirements of a scenario, take no other actions for one turn and test against Talents to succeed. 

e Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e — Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 








Roj Blake - Bounty Hunter [Scorpio era 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 
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Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e _ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 





Equipment Carried: 

e Bounty Hunters carry enough Flash-Bang Grenades to last the battle. 

e _*Flash-Bang Grenades: As they are not intended to do damage, Flash-Bang grenades subvert the normal 
damage calculation rules slightly. Roll to hit as normal to establish the landing spot of the grenade, then test 
effectiveness against each model within the blast radius. All models thus affected may take no actions during 
their next turn due to disorientation and confusion. (There is no need to test toughness and a saving throw is 
not allowed.) 


Other Notes / Abilities: 
e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 
e Positive Influence: Blake is a major human hero of legendary, if somewhat eroded reputation. As such he has 

confers positive influence on all members of the resistance up to 15cm. This (most assuredly) does not include 
the Scorpio crew. 

e Manipulate: Upon encountering any group of NPCs (civilians, bystanders, etc.), Blake may attempt to subtly 
control them using a manipulative web of allusions and suggestions in order to persuade them to join him in 
his current activities. Take no other actions for one turn and test against Talents to succeed. All NPC models 
within a 10cm radius test separately. A success means that Blake's player may control these models as his own 
troops for the remainder of the game. If Blake fails, he may try again next turn. 

e Bounty Hunters may infiltrate, meaning they deploy after all other forces have deployed and may be deployed 
anywhere extending into %4 of the table from the controlling player's table edge. 

e Subdue & Capture: Bounty Hunters know special techniques for capturing their quarry quickly. They may add 
+1 to all Assault to Capture and Fire for Shock rolls. 

e — Bounty Hunters may operate individually or in teams of up 





to four models. 





Herr Avon [Post GP Era 


Intensely paranoid now after his experiences on Gauda Prime, Avon increasingly finds reasons to regard his friends as 
just as potentially dangerous as his enemies. His mind is a web of violent contingency plans. For some reason he clings to 
the modular clip-rifle he found in a flyer on GP. With Orac he has engineered a position of power for himself within the 
System and travels the galaxy in the System Battlecruiser on which he now finds himself with the aim of uniting Anti- 
Federation movements everywhere with the sheer military power of the System spacefleet itself. For the Federation, he 
thinks, it is only a matter of accumulating the resources... 

Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MovefFast Sneak Talents 











3+ 3+ +2 ct 188° 3 =815cm = eecm 68cm i+ 
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Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

Equipment Carried: 

e —_ Teleport Bracelet 

e Avon has taken to carrying enough System grenades to last the entire battle. 

e — Avon occasionally carried explosives into battle for strategic use. He may enter the battle equipped with one of 
the following devices: 

° Delay Mine: Must be hand-placed into position costing one action. May be 
set to count down for up to 6 turns [Use a small D6 to help keep track of 
this]. T- 5, Sv- 2, Jom Radius. 

° Proximity Mine: Must be put in place by hand, costing one action. 

Proximity trigger is set to explode if any movement takes place within % 
the potential blast radius of the device. The device is considered armed 
when the character carrying it puts it down and walks out of its trigger 
range. This takes two actions: One to arm the device and put it down, and 
one to ambulate away. Useful for denying terrain to the enemy. T-3, EFF 2+, 
Sv-2, 6cm Radius. 

Other Notes / Abilities: 

e — Technical Mastery: In a situation where technical or computer skills are required as per the requirements of a 
scenario, take no other actions for one turn and test against Talents skill to determine success. This could (for 
example) be used for purposes of sabotage, construction, reprogramming, or repair. Multi-level operations 
might require more than one test to succeed, such as in a case where Avon might spend one turn repairing a 
disabled Federation robot and on his following turn reprogram it to follow his commands (i.e. switch sides to be 
used by the player controlling the Avon model). It is recommended that players agree beforehand about the 
number of successes a given operation might entail, such as in a scenario where Avon must build a device in 
order to achieve a prearranged scenario objective. 

e — Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

e Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 

e — Paranoiac Hyperalertness: After living on the edge for this long, Avon has become pathologically cautious in 
spite of his unbelievably dangerous way of life. Within his mind there exists a perpetually reconfiguring network 
of desperate fallback tactics and contingency plans. Avon may take his saving throw on 2D6. 








e Ruthless Survivor: For this character, it has become clear that the ends most assuredly do justify the means, and 
this character is willing to make any necessary sacrifices in order to survive- All the better yet if someone else 
can make that sacrifice for them... If any combat or circumstance results in this character being killed, they may 
elect to have a friendly model within 10cm take the fatal blow in their stead, whether through suddenly side- 
stepping during a hand-to-hand attack, ducking behind them at the last second during an explosion, or just 
physically using them as a shield by shoving them towards a gunman. Switch places with that model to survive, 
sacrificing their life for yours. 


Vila Restal [Post GP cra 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 


3+ 5+ - 3+ 188° 15cm eecm iecm ct 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer -1 = -1 25cm 50cm ig = = 





Battle Skills Available: 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 





Equipment Carried: 
e —_ Teleport Bracelet 


e Lockpick Kit: As long as Vila has his lockpick tools in his possession, Vila may use his Master Lockpick ability. 


Other Notes / Abilities: 

e Explosives make Vila highly nervous and he refuses to use them. 

e —_Pickpocket: Vila is a master of misdirection and sleight-of-hand. If moving (or even passing) into base-to-base 
contact with another model, he may attempt to pickpocket items carried on their person. Naturally he cannot 
take a soldier's main weapon out of his hands without being noticed, but he may take items from pouches, 
pockets, or holsters at will. For purposes of example, these could include (but are not limited to) items such as 
grenades, satchel charges, holstered pistols, Equipment Counters, Keys, Devices, scenario artefacts, etc. Just so 
long as they are not the main weapon on the miniature and that the players’ consensus is that it is conceivably 
possible for Vila to take the item in question. This costs no actions. Test against Talents skill to succeed. 

e Master Lockpick: In a situation where lockpicking is required as per the requirements of a scenario, take no 
other actions for one turn and test against Talents skill. 

e Fast Talk: Vila has an innate talent for employing a combination of disarming body language and spontaneous 
chatter to temporarily confuse would-be opponents. Vila may use his Talents skill to cause all opponent models 
within 15cm and LOS to lose their next turn by fast talking them into indecision. This skill may be used against 
models in overwatch in order to rob them of their eligibility to fire (provided they are within 15cm), but because 
of their heightened state of readiness to fire, the Talents roll is modified by -1). 

e Careful Concealment: Vila is a master at hiding. If Vila wishes to hide he may opt to use a special version of hide 
called Careful Concealment instead. In this state Vila may not be targeted by firearms at all, but may still be 
assaulted. All other rules pertaining to Aide still apply, such as cover being a prerequisite. Careful Concealment 
costs two actions. 

e Cowardly Survival: In the event that a dice throw should result in Vila’s death, he suddenly finds himself able to 
hide better than he ever thought possible. Instead of being killed, the Vila model may be placed into cover, out 
of LOS of attackers where possible, anyplace within 15cm of his starting position. Vila is immediately considered 
to be using his Hide action for the purposes of resolving the remainder of the attacking player’s turn. If there is 
no available cover he will simply be moved 15cm backward and away from his attackers whereupon he will use 
Hide whilst feigning death in plain view. Vila may use this ability twice per game before his luck begins to run 
out... 





e —_ Note that any Post GP era protagonists may trade in their Particle Beamer for a Military Particle Beamer due to 
new access to the more advanced weaponry of the System. 


Alta Prime [Post GP cra 


Alta Prime is the only being the System Master Computer trusts to possess a personality. 
Fresh out of her homeworld’s space education academy, Shinobu Vahn, the young lady who would be known as Alta 
Prime, was selected from thousands for her computer aptitude. Or rather, pseudo-aptitude, from records obtained by Alta 
observer-operatives. 
The Master Computer wanted someone computer-literate who could minister to it’s needs without having enough 
advanced programming knowledge to potentially threaten the computer's autonomy and authority. Thus, she was chosen 
because of her faults as well as her skills, and was specially abducted via teleport to be taken to serve the computer on 
Spaceworld. 

The Computer uses her as a tool. It cannot understand illogical biological creatures so it has her interpret for it any 
strange actions humans display that it cannot comprehend in it’s field observer's data reports, such as emotional 
behaviour and cultural phenomena. The Computer also queries her for ideas and input, utilizing her human capacity to 
make intuitive leaps as well as her imagination. It has also noted that allowing her to retain humanitarian warmth and the 
freedom to interact with other humans for short periods each day has had a positive influence on the human slave groups 
she mixes with over which it presides, bringing them under tighter control. 


Alta Prime is in complete control of her mind. She has a sense of humour and a need to be near other humans. However, 
the Computer keeps her loyal via a control collar with which it can potentially punish her with force-surges of variable 
intensity. The collar can even be detonated if she ever tries to escape her duties as leader of the System’s human 
component, whereupon the computer will simply select a new Alta Prime... 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 


Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 
3+ St -1 3+ 168° 15cm eccm Bcm U+ 
WEAPON T-__EFF _ Sv-_ Short Range / Long Range / Radius / Reload / Realign 
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Battle Skills Available: 
e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 
e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 
Equipment Carried: 
e Personal Force Wall Generator: Worn clipped to her belt, this small device offers an additional saving throw of 
4+. It does not interfere with actions in any way. 
e In battle, Alta Prime carries a System Medi-Kit to save the lives of her friends and comrades. 
System Medi-Kit: Highly advanced and designed by the System for use on fallen comrades. This type 
of Medi-Kit is standard equipment on all System vessels. While in base-to-base contact with a “killed” 
model for at least 1 turn, roll a D6: 
1-2: The model is dead or too badly wounded for the medi-kit to help during this battle. 
3-6: The model makes a fast recovery and is able to rejoin the battle on the next turn following. 
Other Notes / Abilities: 
e Charmer 
e Positive influence: For some strange reason poorly understood by the Master Computer, Alta-Prime confers a 
Positive Influence on all System Troopers and Altas within 15cm. 
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Cally [Post GP Era 


[see Post GP scenarios section for explanatory narrative...] 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MovefFast Sneak Talents 





U+ 5+ +] 3+ 16N° 15cm = eecm Scm U+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer -1 - -1 25cm 50cm - - - 
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Battle Skills Available: 
e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 
Equipment Carried: 
Teleport Bracelet 
Cally often carries D3 spare Teleport bracelets to share out to any potential allies in need of teleport. 
Cally has taken to carrying enough System Grenades to last an entire battle. 
Cally occasionally carried explosives into battle for strategic use. She may enter the battle equipped with one of 
the following devices. Please decide on the exact armament before the battle begins. 

o Proximity Mine: Must be put in place by hand, costing one action. Proximity trigger is set to explode if 
any movement takes place within ¥2 the potential blast radius of the device. The device is considered 
armed when the character carrying it puts it down and walks out of its trigger range. This takes two 
actions: One to arm the device and put it down, and one to ambulate away. Useful for denying terrain 
to the enemy. T-3, EFF 2+, Sv-2, 6cm Radius. 

o Delay Mine: Must be hand placed into position. May be set to count down for up to 6 turns [Use a 
small D6 to help keep track of this]. T- 5, Sv- 2, 7cm Radius. 

Other Notes / Abilities: 

e —_ Telepathic Action: In a situation where telepathic communication is required as per the requirements of a 
scenario, test against Talents skill. This costs no actions and as such may be done on the move. 

e —_ Telepathic Warning: If the player controlling Cally spots his opponent player measuring out a prospective shot 
in preparation to have one of his models fire upon a model allied to Cally, he may call an interruption citing 
telepathic warning on the part of Cally. This may be done provided that both models are within LOS of the Cally 
model at the time. She may then be said to have warned her ally about the incoming shot and the shot is not 
allowed to proceed. This may only be done once per game. Due to the suddenly heightened emotional intensity 
of the moment, there is no need to roll against Talents for this particular type of Telepathic Action to succeed. 

e — Precognitive Flash: Forewarned by a passing vision, Cally is alert to an impending threat. Cally may take her 
saving throw on 2D6. This may be done at any time, once per game. 

e —_ Precognitive Clairvoyance: Cally glimpses a passing image of a friend in danger. Cally may attempt to warn 
them with Telepathy. Once warned, her ally may take their next save roll on two dice. Cally must test against her 
Talents to succeed. If she fails, she may try again in following turns but only until the designated recipient of the 
telepathic message is called upon to make a saving throw after which she must stop (This is considered to have 
been the subject of the precognitive vision). This skill is usable once per game. 

e — Silent Warning: If Cally is captured out of LOS of her crewmates, she may send a Telepathic message warning 
them using a Talents roll. Once warned, her other crewmates have a better chance to resist capture themselves. 
Fire for Shock and Assault to Capture actions directed against Cally’s immediate crewmates are settled with a -2 
modifier for the remainder of the game. 

e — Empathic Distress: If the telepath is fired upon she can psychically call out to the D6 closest models allied to her 
triggering an adrenalin burst within them as they feel her transmitted emotions. They may take an action at 
once in order to assist or begin assisting her. 

e Cally may also use her telepathy to act as an impromptu forward spotter for any indirect fire heavy weapon 
teams that may be allied with her. There is no range limitation for Cally to act in this capacity. Once Cally 
succeeds in an initial Talents roll, the telepathic connection is established and the indirect fire weapons gain +1 
GS each turn Cally keeps the target in her LOS. There is no need to test against Talents each turn. Multiple crews 
may benefit (provided they are no more than 15cm apart), as they are assumed to be able to shout coordinates 
to one another while one of them receives Cally’s thought communication. 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Charmer 








Clone Blake [Post GP cra 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MoveFast Sneak 








6 + : + 188° 15cm ercm Bcm 
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Carbine ell 7 7 35cm 70cm - = = 
Particle Beamer -1 - =i 25cm 50cm - = = 
Battle Skills: 
e [none] 


Equipment Carried: 
e Clone Blake is only allowed to use a Particle Beamer if working with the System or groups employing System 
equipment as standard. If so he is also equipped with a Teleport Bracelet. Otherwise a carbine is his only 
armament. 


Other Notes / Abilities: 

e Positive Influence: Clone Blake is physically identical to a major human hero of legendary reputation. As such he 
has confers positive influence on any members of the resistance up to 20cm who believe him to be the real 
Blake. 

e —_ Morality: Clone Blake inherited the Clonemasters’ reverence for life. He will always be careful to avoid actually 
killing anyone. He shoots only to wound and in hand to hand combat will always use non-lethal methods of 
subduing opponents. 

Thus, in game terms, during linked campaigns any models (or more especially, characters) “killed” by Clone 
Blake during the course of a battle may be considered to have been simply temporarily incapacitated by him. 
They make a full recovery after the battle and will be ready to go back into action next battle. 





Rashel 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak 





6 6 -2 St 188° iScm = eecm Bcm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine = = = 35cm 60cm = = = 
Battle Skills: 
e [none] 


Equipment Carried: 
e — If working with the System or groups employing System equipment, Rashel may be equipped with a system 
medi-kit and a Teleport Bracelet. 


Other Notes / Abilities: 
e —_Rashel exerts a positive influence on Clone Blake, who will fight harder in order to protect her. When she is 
within 10cm of him, Clone Blake may add +1 to his GS and Assault rolls. 
e — Charmer 








Sara lane [Post GP cra 


Resistance Agent. Sometime after the battle of Star One, Blake and Jenna chanced upon a small drifting space station 
with five cryo-tubes inside. When the tubes were opened it was found that only one occupant still lived; an earnest yet 
resourceful young woman named Sara with no memory of her past or the political background of the galaxy in which she 
awoke. It was found that Sara was a natural at weapons and fighting. Given that she evidently felt great loyalty and 
gratitude to those who had freed her from her cryogenic prison, Blake offered her a place in his newly forming resistance 
group, which she accepted, thinking she could act as his bodyguard. 

Many months later, she would return from a short mission she undertook for the resistance to Blake and Deva’s base on 
Gauda Prime, only to discover it crawling with Federation elite troops. She nevertheless managed to work her way inside, 
putting her modular clip-rifle into close assault plasma-shotgun configuration and steeling herself for a close quarters 
firefight, fearful of what she might find as a terrible apprehension grew within her... 

Soon she emerged from a corridor and peered into the central control room- and found her worst fears made manifest. 
Aman whom she did not know stood in the centre of the room, protectively guarding the body of her friend Blake, who 
lay dead in a pool of blood; quite obviously slain by the multitudes of Federation troopers surrounding them. Outraged, 
she crouched behind a computer bank and fired wildly into their midst. The troops were thrown in confusion as they 
desperately tried to determine from where the shots had come as the sheer number of troops obscured their own lines of 
sight. Some dove for cover, others opened fire on an unseen target, while still more were dropping dead. 

The mysterious man at the centre of it all immediately took the opportunity to slip away behind them and slew several 
troopers more with a volley of shots before racing down a corridor... 

“This way!” called Sara as she ran to join him from an intersecting hallway. 

As the pair made for the Flyer hidden in the silo (which still contained Orac), they chanced upon the bleeding Vila 
dragging himself along through the corridor... 


Now Sara serves with Avon and Alta Prime's force of System war ships in what is becoming a rapidly escalating military 
offensive against the Federation. She stays close to Avon, resolving not to fail again at the honourable vocation Blake 
once bestowed upon her. 


But Avon knows that should she ever learn the secret that he is ever-careful to conceal from her, she would most likely 
attempt to kill him... 





Sara lane 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MovefFast Sneak Talents 
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Battle Skills Available: 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 





Equipment Carried: 

e Sara normally carried a Medi-Kit. If Sara is working with the System or groups employing System equipment she 
is equipped with a Teleport Bracelet and a System Medi-Kit 

e = Medi-Kit: If coming across a “killed” model (ie. model on its side), this character may attempt to treat them 
using the Medi-Kit after moving into base-to-base contact. Using the kit on a casualty costs 1 action. 

Roll a D6: 
1-2: The person is dead 
3-4: The person is wounded and may survive. A field dressing is applied, but the model cannot be 
treated further under battle conditions. 
5-6: the person was battered and winded, but thanks to the treatment and a shot of painkiller they're 
back on their feet and ready for action. The person may once again move and fight normally. 

e System Medi-Kit: Highly advanced and designed by the System for use on fallen comrades. This type of Medi-Kit 
is standard equipment on all System vessels. While in base-to-base contact with a “killed” model for at least 1 
turn, roll a D6: 

1-2: The model is dead or too badly wounded for the medi-kit to help during this battle. 
3-6: The model makes a fast recovery and is able to rejoin the battle on the next turn following. 


Other Notes / Abilities: 

e Sara is familiar with many types of weaponry and may deployed with a combination of armaments harmonious 
with those depicted on the miniature used. Sara may only use System weapons if working with the System or 
groups employing System equipment as standard. 

e Charmer 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 





Avalon 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

















Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 
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Battle Skills Available: 

e —_ Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 

pertains to this character. This skill may be used once per game. 
Equipment Carried: 

e Avalon was capable of using a number of weapons, thus, she may be armed with one or any combination of the 
four weapons above, as reflected by the weapons depicted on the model in use. Avalon is only allowed to use a 
Particle Beamer if working with the System or groups employing System equipment as standard. 

Other Notes/abilities: 

e Avalon is a widely known Resistance Leader. As such she confers positive influence on all members of the 
resistance up to 10cm who do not have a Talents stat. 

e —Orate: Upon encountering any group of NPCs (civilians, bystanders, etc.), Avalon may attempt to stir them into 
acting on her behalf using a desperate, impassioned plea in order to persuade them to join her in her efforts for 
the benefit of all. Take no other actions for one turn and test against Talents to succeed. All NPC models within 
a 10cm radius test separately. A success means that Avalon's player may fully control these models for the 
remainder of the game. If Avalon fails, she may try again next turn. 

e Charmer 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 











Del Grant 


Resistance Mercenary Commando 

There are audio stories in which Del joins the crew of Liberator for a time. 

As such, appropriate equipment rules are provided here to reflect this option for the character. 
Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 























Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 
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Battle Skills: 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e _ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 


Equipment Carried: 
e —_ Del Grant carries the primary firearm depicted on the model used. Combat Pistol and Grenades are assumed to 


be included regardless of depiction. 

e Grant carries enough frag grenades to last the battle and a single strontium grenade. 

e — Grapnel gun: This is a specialized grappling hook rifle and climbing line reel. Possession of this gear enables the 
character to scale vertical walls during their move at their normal move speed. Grant employs this alongside his 
sniper rifle to great effect on the field of battle when acting as infiltration SOG team leader for resistance forces. 

e Del Grant has access to a variety of explosives for strategic application. He may enter the battle equipped with 
one of the following devices: 

o Delay Mine: Must be hand-placed into position costing one action. May be set to count down for up 
to 6 turns [Use a small D6 to help keep track of this]. 

T- 5, Sv- 2, 7cm Radius. 

o Proximity Mine: Must be put in place by hand, costing one action. Proximity trigger is set to explode if 
any movement takes place within % the potential blast radius of the device. The device is considered 
armed when the character carrying it puts it down and walks out of its trigger range. This takes two 
actions: One to arm the device and put it down, and one to ambulate away. Useful for denying terrain 
to the enemy. 

T-3, EFF 2+, Sv-2, 6cm Radius. 

o Remote Detonator Bomb: A high explosive device operated by a small handheld remote control. It 
can be detonated anytime, from anywhere on the battlefield. It must be put in place by hand and 
armed, which costs one action. 

T- 4, EFF 2+, Sv-2, 5cm blast radius. 


Other Notes / Abilities: 

e _ Delis a Resistance Mercenary Commando. As such he may infiltrate, meaning he can deploy after all other 
forces have deployed and may be deployed anywhere within a zone extending into *4 of the table from the 
controlling player's table edge. 

e Del may be included as part of a Mercenary Commando SOG team, which consists of up to four models. 

e —_ Del confers a positive influence on resistance fighters who do not have a talents stat within 10cm. 

e Grant may diffuse any non-proximity explosives by successfully passing a Talents test. 





Resistance Mercenary Commandoes 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
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Equipment Carried: 
e ~All Mercenary Commandoes carry the combination of firearms depicted on the model used. 


e Mercenary Commandoes carry enough grenades to last the battle. 

e — Grapnel gun: This is a specialized grappling hook pistol and climbing line reel. Possession of this gear enables 
the character to scale vertical walls during their move at their normal move speed. 

e — Remote Detonator Bomb: A high explosive device operated by a small handheld remote control. It can be 
detonated anytime, from anywhere on the battlefield. It must be put in place by hand and armed, which costs 
one action. 


T- 4, EFF 2+, Sv-2, 5cm blast radius. 


Other Notes / Abilities: 

e Counts as a SOG team regarding rules for Flyers. 

e —_ Resistance Mercenary Commandoes may infiltrate meaning they deploy after all other forces have deployed 
and may be deployed anywhere extending into *%4 of the table from the controlling player's table edge. 

e Mercenary Commandoes operate in SOG teams of up to four models. [No more than one team is available per 
battle] 

e One Resistance Mercenary Commando may be Del Grant, who is a respected mercenary leader and confers 
positive influence on resistance fighters within 10cm. 








Resistance buerrilla Fighter Cells 


Resistance Soldiers 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
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Laser Cannon* =3 =) +33: 40cm 120cm 3cm = = 
Frag Grenade - Sas = 20cm 35cm 4cm = Y 
Molotov Cocktail -2 - -l 20cm 35cm 4cm = Y 
Flame Thrower -2 ee ek As Template As Template - 7 
Bazooka* =3 =. =2 20cm 40cm = YES = 
RPG <2 st ee 60cm 120cm 4cm YES xX 
Mortar* =3 - -l not possible 40cm-120cm 5cm = Y 








Equipment Carried: 


Saving throw can be adjusted appropriately for models in use as agreed upon prior to battle, but here are some 
guidelines for additional armour: 

o Flack armour/bullet proof vest +1 pip (Save = 5+) 

o  Ratnik armour +2 pips (Save = 4+) 

o Metal powered armour +3 pips (Save = 3+) 


Notes / Abilities: 


Resistance soldiers equipped with gas masks are, naturally, unaffected by gas weapons 

Grenadier troopers carry enough grenades to last the battle. 

See Full Weapon Rules for flame effects 

Weapons marked with [*] cannot move & fire in the same turn. 

Weapons marked with [**] cause an additional T-2 at short range. 

SMG/Assault Rifle/LMG/HMG: Place the template over the target. Do not roll for Gun Skill- simply roll for 
effectiveness. In this case, EFF is reduced due to range or cover in the same manner as firing rolls. 

LMG: May MOVE & FIRE and MOVE FAST. Exploratory Fire. \f a target is suspected to be no more than 4” beyond 
or behind cover such as bushes or smoke (and technically OOLOS), an LMG may use Exploratory Fire. A hit is 
scored ona "6". 

HMG: May not MOVE & FIRE or MOVE FAST. Crewed by two men. In this case the second man may act as a 
“backup” if the gunner is killed. He may take over immediately so long as he was within 2” of the original 
gunner. Otherwise he must wait a turn before being able to fire. HMG crew troopers are also equipped with a 
pistol for close defence. HMGs are capable of Exploratory Fire. [See LMG, above]. 

Note that SMGs and Assault Rifles do not generate anywhere near the blanket of fire that LMGs and HMGs can 
unleash. These weapons may not use Exploratory Fire. 

Bazooka: May not MOVE & FIRE. May MOVE FAST. May only fire every other turn if one of the team is killed. 
Bazooka troopers are also equipped with a pistol. 

Mortars: May not MOVE & FIRE or MOVE FAST. No LOS necessary, but without LOS direct hits only take place on 
a “6". May only fire every other turn if one of the crew is killed (i.e. they become Reload weapons). Mortar 
troopers are also equipped with a pistol. 


Resistance Cell Squad Leader 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 














Save Toughness Assault GS Fire Arc Move Move Fast Sneak 
St St +] 3+ 168° iScm eecm 8cm 
WEAPON tT EFF Sv-_ Short Range / Long Range / Radius / Reload / Realign 
Carbine = 35cm 70cm 
Combat Pistol = - -1 cc/25cm 45cm - - - 
Assault Rifle 
e Semi-Auto =. = 60cm 120cm - - - 
° Burst Fire** Sil 2G 60cm 120cm 2cm - - 
° Full Auto** -1 = #2+ - 60cm 120cm 3cm YES = 


Resistance Cell Battlegroup Leader 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

















Save Toughness Assault GS Fire Arc Move Move Fast Sneak 

+ + +2 a+ 188° 15cm ercm cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine <1 = 35cm 70cm 
Combat Pistol -1 - -1 ec/25cm 45cm - - - 
Defence Pistol - - -2 cc/15cm 30cm - - - 
Assault Rifle 
e Semi-Auto -1 meee 60cm 120cm = - = 
° Burst Fire** Sih 2 Ss 60cm 120cm 2cm = - 
° Full Auto** ely. Deke = 60cm 120cm 3cm YES = 





Equipment Carried: 
e Resistance Battlegroup Leaders May use any combination of the weapons above provided they are depicted on 


the model used (with the exception of Defence Pistol, which may be assumed to be concealable). 


Other Notes / Abilities: 
e Resistance Battlegroup Leaders have positive influence on their Troopers within 10cm. 





Resistance Suicide Bomber 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness peseult Sa Fire Arc Move Move Fast Sneak 


t+ St - 15cm erecm 8cm 
WEAPON T- EFF Sv. Short Range / Long Range / Radius / Reload / Realign 
High Explosives -4 Ge cc 8cm 





Equipment Carried: 
e A Suicide Bomber carries no equipment other than the impressive load of High Explosives strapped to his chest 


and a handheld detonator taped to his hand. 
Other Notes/abilities: 
e A Suicide Bomber may detonate himself at will, even during the opposing player's turn. 
e If a Suicide Bomber is shot, takes damage, and fails his saving throw, there is a 3+ chance on a D6 that his 
explosives payload may spontaneously detonate. 





Servalan 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 





3+ St -2 3+ 188° iScm eecm i8cm + 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Combat Pistol -1 - -1 ec/25cm 45cm - - - 
Defence Pistol - - -2 ec/15cm 30cm - - - 





Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 

e —_ Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

Equipment Carried: 
e —_ Servalan is equipped with one of the two weapons listed above. Choose one before the battle. 
Other Notes / Abilities: 

e Positive Influence: Servalan has a positive influence on loyal Federation military personnel (but not Mutoids or 
robots) within 15cm. The presence of Servalan at the head of a Federation army increases the Positive Influence 
of officers under her command by an additional +5cm radius. 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Ruthless Survivor: For this character, it has become clear that the ends most assuredly do justify the means, and 
this character is willing to make any necessary sacrifices in order to survive- All the better yet if someone else 
can make that sacrifice for them... If any combat or circumstance results in this character being killed, they may 
elect to have a friendly model within 10cm take the fatal blow in their stead, whether through suddenly side- 
stepping during a hand-to-hand attack, ducking behind them at the last second during an explosion, or just 
physically using them as a shield by shoving them towards a gunman. Switch places with that model to survive, 
sacrificing their life for yours. 

e —_ Servalan, though highly mistrusted by virtually everyone, nevertheless has a distinct talent for manipulating 
people through the use of subtle threats, flirtation, clever banter, or raw sexual allure. This is reflected by her 
Talents stat, and might take numerous forms. Here are some ready examples: 

o  Servalan may persuade any NPCs within 15cm (such as bystanders or civilians) to carry out her 
instructions, bringing them under the control of her player for the rest of the game. 

o  Servalan may use a technique of authoritative assertion combined with an ostentatious air of station 
to momentarily confuse enemy troopers as to how they are required to respond to her presence. All 
enemy models within 15cm and LOS lose their following turn in confusion if she succeeds in her 
Talents test. (This may only be utilised against human regular foot soldiers and not against character 
models, vehicles, or elite troops) 

This skill may be used against models in overwatch in order to rob them of their eligibility to fire 
(provided they are within 15cm), but because of their heightened state of readiness to fire, Servalan’s 
Talents roll is modified by -1). 











Travis 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 





Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 

3+ + +2 3+ 168° 15cm = ercm Bcm + 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Laseron Destroyer -2 ae 25cm 40cm = = = 
Strontium Grenade -3 - -2 20cm 35cm 4cm = Y 





Battle Skills Available: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e —_ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 

Equipment Carried: 

e Travis carries a single strontium grenade. 

e — Remote Detonator Bomb: A high explosive device operated by a small handheld remote control. It can be 
detonated anytime, from anywhere on the battlefield. It must be put in place by hand and armed, which costs 
one action. 

T- 4, EFF 2+, Sv-2, 5cm blast radius. 





Other Notes / Abilities: 

e Positive Influence: Travis has a profound insight into how to utilize Mutoids to maximum efficiency. In the entire 
Federation, this talent is unique. Travis confers Positive Influence on all Mutoids within 15cm. 

e Travis, though not terribly well-liked amongst Federation military personnel, is nevertheless highly respected 
and feared. He confers Positive Influence upon Federation military personnel within 10cm provided they do not 
outrank him (with the exception of robots, of course). 

e Blake Hunter. Travis is sworn to destroy Blake. Travis gains +1 GS on all shots directed at him. 

e — Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e —Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

e Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 








Federation Iroopers 


Tau 





Multiple varieties of troopers are employed by the Federation. However, the differences exist mainly in the level of 
patriotic conditioning and approach to deployment. Most have nearly identical profiles, though there are a few minor 
differences. 

Federation arms of service falling within the colloquial blanket-term “Federation Troopers” include: 


Federation Security Forces: The main, regular type of Federation trooper. These receive moderate training in 
patriotism and general soldiering. The Security Forces are organized into Legions and are assigned to a mobile 
spacefleet. (Federation Security Forces troopers use the standard Federation Trooper profile.) 

The Federation Space Assault Force: Essentially the same level of battle training as the Federation Legionnaires, 
but with a higher level of training in political loyalty and ideology, as befits their role of being deployed where 
the Federation's interest is in maintaining the loyalty of (or simply re-subjugating) potentially troublesome 
worlds and colonies. They are also used to spearhead invasion forces during planetary occupation operations. 
The FSAF are typically the first to be sent to quell a Federation world embroiled in rebellion or political 
disruption as opposed to the more general deployment approach of the regulars, which are usually sent to deal 
with situations such as ongoing warfare or maintaining order during an economic or ecological catastrophe. 
(Federation Space Assault Force troopers use the standard Federation Trooper profiles. Members of FSAF are 
awarded the prefix “Space” as part of their rank title, however the profiles of FSAF soldiers are effectively 
identical to those of regular security troops.) 

The Federation Special Space Service — special operations elite troopers operating in four-man SOG teams, 
often for highly unconventional missions. These troops, recruited from amongst exceptionally remarkable 
combat officers from other branches of service, have been trained to the highest possible standard in soldiering 
and political loyalty, though their ideological indoctrination stops short of hypnotic conditioning (generally 
because it was found that suicidal zealots tended to die before securing the aims they were deployed to 
achieve).(see elsewhere for the Federation Special Space Service SOG Team profile) 

The Iron Guard — The President's personal elite bodyguard, charged exclusively with the security of the 
president. These are expert soldiers, hand-picked from the ranks of the Special Space Service. They have 
undergone the highest level of psycho-manipulative indoctrination to insure their loyalty. (see elsewhere for 
Iron Guard profile). 





Federation Iroopers 


Typically, each squad of ten Federation Troopers consists of eight troopers, one Squad Leader, and a Modular Clip-Rifle or 
Heavy Paragun Specialist. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak 




















St St - + 168° 15cm  eecm 8cm 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius/Reload/Realign 
Carbine iL = = 35cm 70cm = = = 
Combat Pistol -1 - - ec/25cm 45cm - - - 
Heavy Paragun: 
° Burst Fire =1. 2+ = 40cm 80cm 3cm = = 
° Sweep Fire =i St - 40cm 80cm 6cm YES = 
Modular Clip-Rifle: 
° Full Automatic -1 2+ -1 50cm 100cm 3cm = = 
° Plasma Shotgun**-2  - =3 15cm 25cm 2cm = = 





*xcauses an additional T-2 at short range. 
Notes: 

e Regular basic troopers are equipped with a Carbine as their sole armament 

e Modular Clip-Rifle: A Modular Clip-Rifle Specialist may vary his squad support weapon between the above two 
modes. Varying between modes means the trooper cannot fire for one turn, but this may be done on the move. 
It is recommended that all Modular Clip-Rifle Specialists on the tabletop utilise the same mode at once and 
switch between them in unison for purposes of simplification. If desired, a small marker beside each model may 
be used instead to indicate each respective gun's configuration. 

e — Clip-Rifle Specialists and Heavy Paragunners deployed for full-scale war typically wear flak-vests in accordance 
with their value to the squad as important support. This gives them an extra pip on their saving throw resulting 
in a save on 5+. 

e — Clip-Rifle Specialists and Heavy Paragunners carry a combat pistol sidearm. 


Federation Squad Leaders and NtUs 


Federation Non-commissioned ranks encompassing Squad Leader, Sergeant, Sergeant-Major, and Unit-Leader. 
Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak 








+ G+ +1 a+ 188° 3 =815cm = eecm Bcm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine =i = = 35cm 70cm = = = 
Combat Pistol -1 - - ec/25cm 45cm - - - 
Frag Grenade “iL a a 20cm 35cm 4cm Zz 





Other Notes / Abilities: 
e Federation Squad Leaders and NCOs are equipped with both of the above firearms and enough Frag grenades 
to last the battle. 








Federation Veteran Troopers 


Typically, each squad of ten Federation Veteran Troopers consists of eight troopers, one Squad Leader, and a Modular 
Clip-Rifle Specialist or Heavy Paragunner. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 


























Save Toughness Assault GS Fire Arc Move Move Fast Sneak 

+ St +1 3+ 188° 15cm = eecm 8cm 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius/Reload/Realign 
Carbine =] = = 35cm 70cm a ad = 
Combat Pistol -1 - - ec/25cm 45cm - - - 
Frag Grenade =i. 34 = 20cm 35cm 4cm = Y 
Heavy Paragun: 
° Burst Fire -—1 2+ - 40cm 80cm 3cm = = 
° Sweep Fire =i 3+ - 40cm 80cm 6cm YES - 
Modular Clip-Rifle: 
° Full Automatic ed 247 = 50cm 100cm 3cm = = 
) Plasma Shotgun** <2 = =3 15cm 25cm 2cm = = 
Notes: 


e —_Clip-Rifle specialists carry a combat pistol sidearm. 

e —_ **causes an additional T-2 at short range. 

e Federation Vets are armed with enough Frag grenades to last the battle. 

e Modular Clip-Rifle: A Modular Clip-Rifle Specialist may vary his squad support weapon between the above two 
modes. Varying between modes means the trooper cannot fire for one turn, but this may be done on the move. 
It is recommended that all Modular Clip-Rifle Specialists on the tabletop utilise the same mode at once and 
switch between them in unison for purposes of simplification. If desired, a small marker beside each model may 
be used instead to indicate each respective gun's configuration. 

e — Clip-Rifle troopers deployed for full-scale war typically wear flak-vests in accordance with their value to the 
squad as important support. This gives them an extra pip on their saving throw resulting in a save on 5+. 


Federation Veteran NCU 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak 








U+ U+ +e 3+ 188° 15cm = eecm 8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine <i = = 35cm 70cm = - - 
Combat Pistol -1 - - cec/25cm 45cm - - - 





Frag Grenade -1 7 = 20cm 35cm 4cm = ¥ 








Federation Destroyers 


The 17.9B MK-V Antipersonnel Mortar (colloquially known amongst the legionnaires as ‘Destroyers’): A support weapon 
capable of indirect fire devised for general deployment by the Federation Security Forces. It has an impressively long 
range and fires a shell containing a canister-mine warhead which detonates upon impact showering the immediate area in 
white-hot plasma. When assembled into batteries and given a good spread of fire, the effects can be devastating. 
Actions Available: 
Move// Fire // Move & Fire // 

Fire Arc Move MoveFast Sneak Minimum Crew 





45° 18cm - - Two 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Reload/Realign 
MK-V Destroyer: 
Indirect Fire* <1 Bake el - 200cm 7om Yes Yes 





Other Notes / Abilities: 

e = *Minimum range: 30cm. 

e Crew is composed of Federation Troopers. Use their stats to resolve firing. 

e _ Destroyers may always be swapped out for Laser Cannons if the player prefers. (see Bayban). 

e Out of LOS targets may be targeted nonetheless when using indirect fire. Hits are scored only on a 6. In the 
event of a miss, use scatter dice or determine a scatter direction randomly. The shot lands 4D6cm away. Apply 
the blast radius at this location. 

e Federation Squad Leaders, equipped with comm-links, can act as spotters for purposes of indirect fire. If a 
Squad Leader (or other rank-holder equipped with a comm-link) can get targets into LOS and use an action to 
report his observations, then all targets in LOS of that model will count as being in LOS for the Destroyers team, 
improving their chances to hit the target. 

e For purposes of move, the stats above assume the gun is being moved by at least two troopers. Destroyers 
require only one crewman to fire. However, if the crew is reduced to only one, it can no longer be moved on 
foot. 

e Attackers beyond 20cm randomise their hits between the weapon and it’s crewmen. They may select targets 
freely within 20cm of the crew weapon. 

e For the purposes of resolving damage against the weapon itself (for example, due to area-effect weapons): 


Toughness 
5 


Pulene-SN Trooper 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 











Save Toughness Assault GS Fire Arc Move Move Fast Sneak 

6 St - U+ 188° iScm eecm 8cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Pylene-50 Laser* -2 2+ -1 20cm 40cm = 7 - 
Combat Pistol -1 - -1 cc/25cm 45cm - - - 
Notes: 


e —*Pylene-50 is only effective against humanoids. Target model becomes doped and immobile and may no longer 
fight but may be moved by the player who drugged him (only at basic Move speed) once a Federation model 
moves into base-to-base contact, even if in passing. This officially renders the model as captured. Effects last 
the rest of the battle. If no Federation units are within 10cm, and if a friendly model moves into base-to-base 
contact, the drugged model may be moved at base speed by the player originally controlling him, but still may 
not fight. Note that once control by one or another side over a drugged model is established, it is not necessary 
for a non-drugged trooper to remain in base-to-base contact for control to continue. Hand to hand attacks 
against drugged models hit & damage automatically. 

e — Pylene-50 Troopers may be found working in association with Federation Interrogators or Torturers as the 
nature of Pylene-50 makes it of particular use in obtaining captives. 


Federation rield Ufficers 


Encompassing the ranks of Major, Sub-Commander, Commander, Colonel, and General. 
Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 








Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 

3+ + +e ct 188° 15cm eecm 68cm + 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 re = 35cm 70cm - - - 
Combat Pistol -1 - -1 cc/25cm 45cm - - - 
Defence Pistol - - -2 cc/15cm 30cm - - - 





Equipment Carried: 
e Field Officers carry a Defence Pistol and their choice of Carbine or Combat Pistol. 
Other Notes / Abilities: 

e Field Officers have Positive Influence on Federation Troopers (but not other officers, robots, or Mutoids) within 
10cm. 

e If a Field Officer is included in a Federation force, the Zone of /nfluence surrounding Company Grade Officers is 
doubled. (Note that this effect will be nullified in the event that the Field Officer is killed.) 

e Clarity of Purpose: Troopers within the Field Officer's radius of Positive Influence may add 10cm to any 
movement each turn that the officer is able to pass a Talents test. Simply roll one die to determine the bonus 
and apply it to all troopers. Note that this cannot be used on other Field Officers, Talents characters, robots, 
vehicles, or Mutoids, but may be used on Company Grade Officers and all variants of Federation troopers 
including all elites. 

e = “Take the Initiative!” 1 Squad of regular troopers may double-move this turn. This may be done only once per 
battle. 


Federation Companu brade Ufficers 


Encompassing the ranks of Section Leader, Lieutenant, and Captain. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak 














+ 4+ +1 3+ 168° iScm = eecm 8cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 = = 35cm 70cm = = = 
Combat Pistol -1 - -1 cc/25cm 45cm - - - 
Defence Pistol = =i e2 cc/15cm 30cm = = = 
Notes: 


e Company Grade Officers carry a Defence Pistol and their choice of Carbine or Combat Pistol. 

e — For the purposes of the following rules, Company Grade Officers have a Zone of /nfluence affecting Federation 
Troopers (but not other officers, robots, or Mutoids) within 6cm. 

e = “Watch your cover!” Troopers falling under this Company Grade Officer's Zone of Influence may add +1 to their 
Save rolls against incoming fire (not assaults) for the entirety of the game so long as they are within the zone. 

e —_ Defiant Resolve: Declarable once per battle per Company Grade Officer during the Federation player's turn, a 
Company Grade Officer may add +1 Assault and +1 T to themselves and any troopers falling under their Zone 
of Influence for the current turn only. 

e Spearhead: Declarable at the beginning of the Federation player's turn, this Company Grade officer and any 
troopers falling under the officer's Zone of Influence may double their Move allowance and add +1 to their Save 
rolls until the end of their opponent's next turn. Spearhead is only declarable once per battle regardless of the 
number of Company Grade Officers present. It is permitted to use this officer advantage with Move & Fire but 
not Move Fast. 





Sidebar: The Federation Platoon 
Federation Security Forces HU Section and squad composition 


The standard Federation Security Forces Platoon is structured in the following way: 


An HQ section consisting of: 

One Major holding the operational title Brigade Leader (Field Officer) 
One Captain (Company Grade Officer) 

One Lieutenant (Company Grade Officer) 

One Section Leader (Company Grade Officer) 

Up to three platoon staff Veteran NCOs 

Two Technical Specialist Troopers 

One Medical Specialist Trooper 

One Nurse (assistant to Med Specialist) 


The HQ section is the platoon command unit for 3-6 squads, which are typically composed of one Squad Leader, one 
Modular Clip-Rifle and/or a Heavy Paragun Specialist and 7-8 troopers depending on the ratio of special weapons. 
One squad per platoon may be designated a support squad and can contain up to four Modular Clip-Rifle or Heavy 
Paragun Specialists. 


We have designed this game so that the Federation player has its own strengths and advantages and does not 
merely exist as a foil for the protagonists. The ratio of officers and NCOs not only adds more character to the 
Federation side, but players will find their units performing much better when accompanied by officers who lead 
from the front rather than cowering safely in the rear. Players will also find officers who work together reinforcing 
one another's strengths and those of their men. 

During playtesting we found it was a little dizzying to ask new players to keep up with the rank layout of the HQ 
section above. We found it helped things greatly to place a small sticker on the back of each Federation officer's 
base, saying either F.O. (field officer), CGO (company grade officer), or VET NCO (veteran non-commissioned officer). 
Tagged figures are, very simply put, F.O. x1, CGO x3, and VET NCO x3. 





Federation Brigade Commander 


Title for the Field Officer serving as this unit's leader, typically holding the rank of Major, or Space Major in the Federation 
Space Assault Force. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS fFireArc Move Move Fast Sneak Talents 








3+ + +e et 188° 15cm eecm 68cm + 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 = = 35cm 70cm = = = 
Combat Pistol -1 - -1 ec/25cm 45cm - - - 
Defence Pistol - - -2 ec/15cm 30cm - - - 





Equipment Carried: 
e Field Officers carry a Defence Pistol and their choice of Carbine or Combat Pistol. 
Other Notes / Abilities: 

e Field Officers have Positive Influence on Federation Troopers (but not other officers, robots, or Mutoids) within 
10cm. 

e Ifa Field Officer is included in a Federation force, the Zone of /nfluence surrounding Company Grade Officers is 
doubled. (Note that this effect will be nullified in the event that the Field Officer is killed.) 

e Clarity of Purpose: Troopers within the Field Officer's radius of Positive Influence may add D6écm to any 
movement each turn that the officer is able to pass a Talents test. Simply roll one die to determine the bonus 
and apply it to all troopers. Note that this cannot be used on other Field Officers, Characters, robots, or Mutoids, 
but may be used on Company Grade Officers and all variants of Federation troopers including all elites. 

e Initiate Offensive: 1 Squad of regular troopers may double-move this turn. This may be done only once per 
battle. 


Technical Specialist Trooper 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 











G+ St - Ut 168° 15cm = eecm 8cm St 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 - 7 35cm 70cm - 7 - 
Defence Pistol - - -2 cc/15cm 30cm - - - 





Equipment Carried: 
e Machine and Robotics Repair Kit: The Tech Trooper's toolbox contains numerous small essential tools for 
electronic repairs. The Kit confers a +1 bonus to any rolls related to the success of Sabotage or Fix. 
Other Notes / Abilities: 
e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 
e Repair (Federation Robots and Equipment): A Tech Trooper may attempt to repair a damaged Federation 
machine or robot. Each turn spent in base-to-base contact and doing nothing else, test against Talents to 
succeed. See Vehicles Supplement for game mechanics of vehicle repair. 








Federation NCUs 


Federation Non-commissioned ranks encompassing Squad Leader, Sergeant, Sergeant-Major, and Unit-Leader. 
Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move MovefFast Sneak 





St U+ +] 3+ 16N° 15cm eecm 8cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 - - 35cm 70cm - - - 
Combat Pistol -1 - -1 cc/25cm 45cm - - - 





Other Notes / Abilities: 
e Federation Squad Leaders and NCOs are equipped with both of the above weapons. 





Medical Specialist Trooper 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak 





Gt St - U+ 16N° 1iSem = eecm 8cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 7 = 35cm 70cm a = cs 
Defence Pistol - - -2 cc/15cm 30cm - - - 





Equipment Carried: 
e Medi-Kit: Each Med Trooper carries his own medi-kit. If coming across a “killed” (i.e. model on its side) trooper 


or character, a Med Trooper may attempt to treat them (after moving into base-to-base contact). This costs 1 

action. Roll a D6: 
1-2: The person is dead 
3-4: The person is wounded and may survive. A field dressing is applied, but the model cannot be 
treated further under battle conditions. 
5-6: the person was battered and winded, but thanks to the treatment and a shot of painkiller they're 
back on their feet and ready for action. The person may once again move and fight normally. 

Other Notes / Abilities: 
e Med Troopers are typically well trained and experienced. They may add +1 to their Medi-Kit roll. 





Field Nurse 


A field nurse is sometimes deployed with the HQ section to act as assistant to the Med Trooper. She is typically unskilled, 
recruited from the Federation Girls’ Para-Services Corps. As such she wears the standard uniform consisting of black field 
blouse and skirt with side cap and boots. Apart from the assistance rendered to the Med-Trooper, it was found that 
appointing a girl-nurse to each HQ section carried with it a very slight yet statistically measurable morale boost. The risk 
to the volunteers is considered justifiable by Space Command. 

Actions Available: 

Move// Move Fast // Sneak // Hide // Assault 


Save Toughness Assault GS Fire Arc Move MovefFast Sneak 

Gt Gt -2 - 188° iScm eecm 8cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 





Equipment Carried: 
e =Medi-Kit: If coming across a “killed” model (ie. model on its side), this character may attempt to treat them 


using the Medi-Kit after moving into base-to-base contact. Using the kit on a casualty costs 1 action. 

Roll a D6: 
1-2: The person is dead 
3-4: The person is wounded and may survive. A field dressing is applied, but the model cannot be 
treated further under battle conditions. 
5-6: the person was battered and winded, but thanks to the treatment and a shot of painkiller they're 
back on their feet and ready for action. The person may once again move and fight normally. 

Other Notes / Abilities: 
e Charmer 





Special Space Service - Special Uperations Lroup 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 














Save Toughness Assault GS FireArc Move Move Fast Sneak 

3+ + +2 ct 168° 15cm cecm 18cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine =i = = 35cm 70cm = - - 
Combat Pistol -1 - - cc/25cm 45cm - - - 
Defence Pistol - - -2 cc/15cm 30cm - - - 
Plasma Grenade =2 7 el 20cm 35cm 4cm S Y 
Strontium Grenade -3 - -2 20cm 35cm 4cm - Y 





Equipment Carried: 
e Federation Special Ops Troopers may wear special reinforced body armour that improves their toughness and 
saving throw. This is reflected above 


e Special Ops troopers carry all the weapons listed above. 


e Special Ops troopers carry enough Plasma grenades to last the battle. Each trooper carries a single Strontium 
Grenade. 


e — Grapnel gun: This is a specialized grappling hook pistol and climbing line reel. Possession of this gear enables 
these Special Ops troopers to scale vertical walls during their move at their normal move speed. 


Other Notes / Abilities: 





e Special Ops Troopers may infiltrate, meaning they deploy after all other forces have deployed and may be 
deployed anywhere extending into *4 of the table from the Federation player's table edge. 

e Counts as a SOG team regarding the rules for Flyers 

e Special Forces Troopers operate in 4 man SOG teams. No more than one team is allowed per battle. 





Federation Iron Guard 


The Iron Guard — The President's elite personal bodyguard, charged exclusively with the security of the president. These 
expert soldiers, hand-picked from the ranks of the Special Space Service, are armed with a wide variety of weaponry, the 
individual elite troopers having earned the right to employ their choice pick of firearm and grenade types. These troops 
have undergone intense psycho-manipulation conditioning upon their being appointed to the Iron Guard in order to 
make them absolutely politically reliable beyond the slightest possible doubt, and they will most assuredly give their lives 
to protect the president. They undertake their duty with a terrible unparalleled zeal, being openly on guard and watchful 
of officials cleared by standard security and adopting a precautionary, potentially hostile defensive posture toward even 
other Federation military units in proximity to their position. Rumours abound that the Iron Guard may have been 
tampered with cybernetically, some suspecting that they have been modified using technology more commonly found in 
Mutoids. Naturally, the truth of the matter remains highly classified by Space Command. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move Move Fast Sneak 

















+ + +2 ct 188° 15cm eecm 18cm 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Defence Pistol - - -2 cc/15cm 30cm - - - 
Carbine -1 = = 35cm 70cm 7 = = 
Blaster = = -2 35cm 70cm = + - 
Energy Rifle = = = 40cm 100cm = = = 
Frag Grenade =1 = = 20cm 35cm 4cm = Y 
Strontium Grenade  -3 = =2 20cm 35cm 4cm = ¥ 





Equipment Carried: 
e = All Iron Guard carry a defence pistol sidearm. Beyond this, they may be equipped with any of the above 


weapons as primary armament, so long as this is represented on the model used. 
e Iron Guardsmen carry enough frag grenades to last the battle. Each trooper carries a single Strontium Grenade. 


Other Notes / Abilities: 

e A force containing the President of the Federation has the option of including zero to ten Iron Guardsmen. 

e Iron Guardsmen display conspicuously high marksmanship skills. If an Iron Guardsman chooses not to move 
during their turn, they are allowed to fire twice. They may still only use the option Precise Fire once per turn, 
however. 

e — The Highest Honour: If a dice result indicates that the President has been killed in battle, any Iron Guardsman 
within 10cm of the President will immediately offer his life to die in the President's place. The use of this skill 
assumes that the Guardsman has shielded the President with his own body, and he dies immediately in their 
stead. 


Mutoids 


Tactical Type - General Deployment 

Actions Available: 

Move// Fire // Move & Fire // Move Fast //Fire & Fire// Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move MovefFast Sneak 








St St +e 3+ 188° 15cm 26cm 18cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 7 7 35cm 70cm 7 = - 
Defence Pistol - - -2 cc/15cm 30cm - - - 





Equipment Carried: 
e Each Mutoid carries both of the above weapons. They may switch between either without penalty. 


e Up to two Mutoids per force who are acting as bodyguard custodians for high ranking officers or officials may 
be equipped with Medi-Packs 

e Tactical Mutoids have neural implant equipment housed in their distinctive helmet-like craniums. These 
implants confer a number of enhancements over the regular trooper, including the ability to send and receive 
messages from one another as well as receive silent orders remotely from officers utilising specialized handheld 
commlinks. 

e  Mutoids have advanced target acquisition and processing capabilities resulting in markedly higher 
marksmanship skills. Thus, if a Mutoid chooses not to move during her turn, it is allowed to fire twice. A Mutoid 
may still only use the option Precise Fire once per turn, however. 

e Tactical Mutoids are conditioned to employ a battery of efficient, stealthy movement techniques that minimise 
unnecessary motions and sounds. This is reflected in their above average sneak ability. 


Fleet Warden “Star Hiller” Samor 


A great hero amongst the Federation Armed Forces. General Samor is famed for having the initiative and ingenuity to use 
an ancient alien missile recovered from the orbital archaeological zone surrounding Zinthos Minor to detonate a star at 
the battle of the Rosette Nebula, completely wiping out the opposing Federation traitor faction fleet led by arch-traitor 
Kiston Dalfor without a single loss or casualty to his own forces. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Assault 








Save Toughness Assault GS Fire Arc Move Move Fast Talents 

U+ U+ +e et 168° iScm eecm U+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 7 7 35cm 70cm 7 = 7 
Combat Pistol -1 - -1 cc/25cm 45cm - - - 
Defence Pistol = = <2 cc/15cm 30cm fei ot = 





Battle Skills: 
e Luck: Use to re-roll any single die result [originating from any player] pertaining to this character that is not to 
your liking. 
Equipment Carried: 
e  Samor carries a Defence Pistol and his choice of Carbine or Combat Pistol. 
e — Samor may be accompanied in battle by a Medical Specialist Trooper. 
Other Notes / Abilities: 

e Positive Influence: General Samor has a positive influence on Federation Troopers, NCOs, and Officers (though 
not Servalan, Travis, Mutoids, etc.) within 20cm. 

e Any Field Officers falling within Samor’s area of Positive influence have their own radius of Positive influence 
expanded by +5cm. 

e — Any Company Grade Officers falling within Samor's area of Positive influence have their Zone of Influence 
expanded by +5cm. 

e  Samor counts as a Field Officer for purposes of Company Grade Officers’ Zone of Influence. Thus, if he is 
present the Zone of Influence surrounding Company Grade Officers is doubled. (Note that this effect will be 
nullified in the event that the Samor is killed and that the effect is not cumulative with that conferred by Field 
Officers.) 








Federation Para-Investigations Team 


Federation Interrogation Squads generally consist of a Torturer, one or two Security Enforcers, and during larger 
operations may potentially include a number of Pylene-50 Troopers. 


Security Enforcer 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault //Bind 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak 


U+ U+ +1* 3+ 188° 15cm ecm 8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 - - 35cm 70cm - - - 





Equipment Carried: 
e *Hand weapon conferring +1 assault (for a total of +2) 
e Manacles/Shackles 

Other Notes / Abilities: 

e — Security Enforcers may use the special action Bind. This is done automatically upon coming into base-to-base 
contact with a previously captured model. Bound models are considered permanently captured regardless of 
proximity to Federation models and may only be recovered by the original player by winning the battle 
(assuming the bound model was not moved off the tabletop). (Alternative methods of freeing bound models 
include spending a full turn in base-to-base contact with Vila while he takes no other actions, or by spending an 
action taking the key from the corpse of the Security Enforcer and then using an action in base-to-base contact 
with the bound model) 

Bind can take two forms of representation on the tabletop: 
o Bind (Ambulatory): The model may be moved by the capturing player. Provided it is within LOS of a 
Federation model. 
o Bind to fixed object: The model is chained up securely on a particular spot. 

e If asecurity enforcer wins an assault to capture, the enforcer player has the option of using bind upon the 
captured model immediately. The bound captive is now a POW and may be moved by the Federation player 
provided it is within LOS of a Federation model. 

e Security Enforcers typically operate alone or in small teams of 2-3 individuals. They often work with Pylene 50 
troopers, Variant-B Security Robots, and Torturers, below. 

e Security Enforcers are professionals and may add +1 to Break assault rolls against POWs. This can be useful 
during interrogations. 





Federation Para-Investigator 


Torture Specialist 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault //Torture 

Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 





U+ U+ +2 3+ 188° 15cm eecm Bcm U+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine oA 7 = 35cm 70cm Pe = — 
Defence Pistol - - -2 ec/15em 30cm - - - 





Equipment Carried: 

e Federation Torturers carry a variety of horrific implements as per their personal taste. This is reflected in their 

Assault rating. 
Other Notes / Abilities: 

e —_ Torturers are themselves quite inured to pain and excel at causing it. This is reflected in the profile. 

e — Torturers may use the special action 7orture. Torture is used as a plot/scenario feature. As one might expect, it 
generally involves humiliation, intimidation, psychological abuse, or application of direct physical pain. This is 
done in base-to-base contact with a previously captured model during which the torturer takes no other actions. 
During torture actions, the Talents ratings of the characters involved are pit against one another on the 
resistance chart with the torturer in the role of ‘attacker’. A success for the torturer indicates that the torturer 
has obtained desirable information from the captured model. 

e —_ Torturers and Enforcers may use Break against captives. Models who are Broken confer +1 to information 
extraction rolls. Captives doped with Pylene-50 confer +1 to information extraction rolls. 

Information can be organized into packets to compose a scenario, with a Torturer being required to successfully 
extract 1-3 packets of information corresponding to separate successes on the resistance chart in order to 
secure a victory condition for a Federation win. However, after the first packet, there is a risk that the prolonged 





torture may kill the person being tortured in spite of the torturer’s skills at keeping victims alive. Furthermore, 
this risk is collective. For the second information packet extraction, the victim will die in the event that the 
extraction roll results in a “1”. For the third, the victim will die on result of a "1" or a "2" and so forth. Note that 
the various means of breaking captives prior to torture to make them less likely to die before they divulge their 
secrets... 

In a variant of torture-related mission objectives, a scenario feature might require that several captive models 
be tortured in order to corroborate information or obtain a large amount of intelligence. 





Federation Scientist 


Actions Available: 
Move// Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak ‘Talents 


6 6 - - 168° 1iSem = eecm 8cm U+ 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Equipment Carried: 
e Computer and Robotics Repair Kit. In the absence of this kit the scientist's Talents rolls suffer a -3 modifier. 


Other Notes / Abilities: 

e Technical aptitude: In a situation where technical or computer skills are required as per the requirements of a 
scenario, take no other actions for one turn and test against Talents skill to determine success. This could (for 
example) be used for purposes of sabotage, construction, reprogramming, or repair. Multi-level operations 
might require more than one test to succeed, such as in a case where a scientist might spend one turn repairing 
a damaged communications terminal and on his following turn use it to transmit a signal. 

e Scientists can be featured in a number of scenarios. For instance, a scientist must build a complex device in 
order to achieve a prearranged Federation scenario objective. It is recommended that players agree beforehand 
about the number of successes a given operation might entail. 








Federation Crimos 


Criminal psychopaths organized by the Federation for military application. They are generally deployed as terror troops 
during population subjugation operations. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move MovefFast Sneak 





U+ + +2 3+ 168° 1iSem = eecm 8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius/Reload/Realign 
Carbine =-1 = = 35cm 70cm = = = 
Notes: 


e Federation Crimos act as semi-playable units which have certain NPC-like behaviour protocols: 
Crimos will take every opportunity to attempt to kill civilians. 
Crimos prize an opportunity to inflict pain on females, and prioritize shooting male targets until such time as 
any females present enter into the Crimo’s move fast range. They will then prioritize initiating an assault action 
upon the female over assaulting or firing at other viable targets. 





Federation Assassin 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 














+ St +1 3+ 188° iScm eecm 68cm et 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine =i, = = 35cm 70cm = = = 
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Frag Grenade -1 = - 20cm 35cm 4cm 7 Y. 
Plasma Grenade -2 - =i 20cm 35cm 4cm - Y 





Battle Skills: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. Bound characters may not use the escape skill. This skill may be used once per game. 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e __ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 

Equipment Carried: 

e The Assassin carries all of the above weapons and a single Plasma Grenade. 

e The Assassin also carries a Remote Detonator Bomb; A high explosive device operated by a small handheld 
remote control. It can be detonated anytime, from anywhere on the battlefield. It must be put in place by hand 
and armed, which costs one action. 

T- 4, EFF 2+, Sv-2, 5cm blast radius. 

e Ona D6roll of 5+ [Determined at the beginning of the game] the Assassin is equipped with a Stealth Cloak 
Backpack. 

o Stealth Cloak Backpack: Enemy units cannot draw LOS on the wearer of this bulky device unless within 
25cm. Movement is reduced by -2cm. 
Other Notes / Abilities: 

e At the start of the game, the Federation player nominates the assassin’s target. Henceforth the assassin may use 
their Talents rating in place of their GS to succeed at shooting rolls directed against the target by her utiliser 
(though range and cover modifiers still apply). 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Charmer 








Dev tarrant 


Dev Tarrant is a highly efficient and resourceful Federation spy and a Field Officer in Federation Intelligence. He was the 
Federation agent who penetrated the Freedom Party, after which all members were rounded up and executed with the 
sole exception of their leader, Roj Blake, whose trust and confidence Tarrant had methodically cultivated in order to bring 
about his downfall. Tarrant’s betrayal was instrumental in Blake’s mounting paranoia which ultimately led to his ill-fated 
methods on Gauda Prime. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 








+ St +2 3+ 188° 13cm clcm 68cm 3+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 = = 35cm 70cm = = = 
Defence Pistol - - -2 cc/15cm 30cm - - - 
Battle Skills: 


e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. Bound characters may not use the escape counter. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e _ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 

Equipment Carried: 

e Dev may be equipped with one of the weapons described above and one of the explosive devices listed below: 

o Delay Mine: Must be hand-placed into position costing one action. May be set to count down for up 
to 6 turns [Use a small D6 to help keep track of this]. 

T- 5, Sv- 2, 7cm Radius. 

o Proximity Mine: Must be put in place by hand, costing one action. Proximity trigger is set to explode if 
any movement takes place within 4% the potential blast radius of the device. The device is considered 
armed when the character carrying it puts it down and walks out of its trigger range. This takes two 
actions: One to arm the device and put it down, and one to ambulate away. Useful for denying terrain 
to the enemy. 

T-3, Sv-2, 6cm Radius. 
Other Notes / Abilities: 

e —_ Dev walks with a limp, slightly impairing his mobility. 

e Ruthless Survivor: For this character, it has become clear that the ends most assuredly do justify the means, and 
this character is willing to make any necessary sacrifices in order to survive- All the better yet if someone else 
can make that sacrifice for them... If any combat or circumstance results in this character being killed, they may 
elect to have another model within 10cm take the fatal blow in their stead, whether through suddenly side- 
stepping during a hand-to-hand attack, ducking behind them at the last second during an explosion, or just 
physically using them as a shield by shoving them towards a gunman. Switch places with that model to survive, 
sacrificing their life for yours. 

e Dev Tarrant may infiltrate meaning he may deploy after all other forces have deployed and may be deployed 
anywhere extending into %4 of the table from the Federation player's table edge. 

° Field Officers have Positive Influence on Federation Troopers (but not other officers, robots, or Mutoids) within 
10cm. 

e If a Field Officer is included in a Federation force, the Zone of /nfluence surrounding Company Grade Officers is 
doubled. (Note that this effect will be nullified in the event that the Field Officer is killed.) 

e Clarity of Purpose: Troopers within the Field Officer's radius of Positive Influence may add 10cm to any 
movement each turn that the officer is able to pass a Talents test. Simply roll one die to determine the bonus 
and apply it to all troopers. Note that this cannot be used on other Field Officers, Talents characters, robots, 
vehicles, or Mutoids, but maybe used on Company Grade Officers and all variants of Federation troopers 
including all elites. 

e ~—- “Take the Initiative!” 1 Squad of regular troopers may double-move this turn. This may be done only once per 
battle. 

e _Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

e Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 





Bond Slave 


Bond slaves are totally broken willing servants of their Federation masters. If a bond slave should show signs of 
disobedience are subject to being modified. Knowing this, they do not attempt to rebel. They may be encountered in 
Federation bases, in the servitude of alpha or beta grade civilians, or possibly glimpsed behind the lines of battle 
attending the officer ranks. It is not unknown for Federation occupation forces to spontaneously conscript bond-slaves 
from subjugated planetary populations to suit their needs. 

Actions Available: 

Move// Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move MoveFast Sneak 


Gt Gt -2 Gt - 15cm eecm 18cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Equipment Carried: 
e Variable. Occasionally slaves are employed to fetch things or carry about pieces of equipment. They have few 


other battlefield applications though some found themselves put to use as expendables for the purpose of 
clearing proximity mines. 
Other Notes / Abilities: 
e Charmer 
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Federation Robots 
Federation Security Robot Type 182-A 


Actions Available: 
Move// Fire // Move & Fire //Assault 
Save Toughness Assault GS FireArc Move Move Fast 


Gt et +2 U+ 368° 15cm - 
WEAPON T- EFF Sv. Short Range / Long Range / Radius / Reload / Realign 
Flame Thrower -2 As Template As Template - 





Notes / Abilities: 
e This unit counts as Computerized. 
e See Full Weapon Rules for flame effects. 


Federation Security Robot Type 1N1-B 


Incorporating numerous weapon systems, the 101-B variant was developed for added battlefield flexibility. Unfortunately 
the added weight stresses the chassis to the limit and as such the robot moves slower than the 101-A. As such, the 101-B 
type is more suited to defensive roles and is accordingly produced in fewer numbers. 

Actions Available: 

Move// Fire // Move & Fire // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast 














Gt ct +2 ct 368° 13cm - 
WEAPON T- EFF Sv- Short Range / Long Range / Radius/Recharge/Realign 
Heavy Paragun: 
° Burst Fire py 7 as 40cm 80cm 3cm = = 
° Sweep Fire els *Oahs “ee 40cm 80cm 6cm YES = 
Flame Thrower** -2 - cl As Template As Template - = 
Laser Cannon* = =. eS. 40cm 120cm 3cm i = 
*LOS only 


**For more information see Full Weapon Rules. 


Equipment Carried: 
e Each robot carries a single anti-personnel proximity mine which it may deploy from beneath itself at any 
time: 

Proximity Mine: Proximity Mines are useful for denying terrain to the enemy. T-3, EFF 2+, Sv-2, 6cm 
Radius. Proximity trigger is set to explode if any movement takes place within 2 the potential blast 
radius of the device. The device is considered armed when the robot deploying it puts it down and 
moves out of its ¥2 blast radius trigger range. 

Other Notes / Abilities: 

e — The Federation Security Sentry Robot has 3 main weapons- each concealed in a folding door on one of its three 
central-facings; a Heavy Paragun, a Flame Thrower, and a long-range Laser Cannon intended to fend off softskin 
vehicles. The Robot may only use one of the 3 weapons per turn, but may always move & fire. 

e —- This unit counts as Computerized. 


Federation Grappler Drone 


Actions Available: 





Move//Assault //Bind 
Save Toughness Assault GS FireArc Move Move Fast 
Gt ct +e U+ 368° ccm cScm 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None pallenadieemae = = = = = 





Equipment Carried: 

e — The Grappler Drone robot is optimised for the role of capturing prisoners. It has numerous powerful 

manipulatory appendages and a locomotion system optimised for enhanced agility and speed. 
Notes / Abilities: 

e This unit counts as Computerized. 

e If the robot wins an Assault, it has captured the model, lifting it from the ground to make off with it. (Only a 
single model may be captured by the robot at a time.) In this case, the damage from the assault upon the 
defeated model is ignored, the assault action taken being considered to have been effort toward restraining the 
target. Note that the robot is not programmed for fighting to damage, only for capture operations. The robot is 
incapable of capturing creatures larger than itself. The robot may then move to another location to deposit it’s 


prisoner. At the end of its move, the robot may automatically set down it’s prisoner and bind it in cable from a 
built-in dispenser spool. Binding costs no actions. Bind can take two forms of representation on the tabletop: 
o _Bind (Ambulatory): The bound captive is now a POW and may be moved by the Federation player 
provided it is within 10cm of a Federation model. (This does not include the robot). 
o Bind to fixed object: The model is tethered securely to a particular spot. 


Federation Shielding Robot 


Actions Available: 


Move 
Save Toughness Assault GS Fire Arc Move Move Fast 
Gt ct -2 - 568° 15cm - 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None a! = = = = = 





Equipment Carried: 
e Force barrier generator: This heavy device has been rigged onto the basic robot chassis and the type was put 
into limited production for use in the field by select key personnel and Federation VIPs. Effectively, it erects a 
force barrier bubble around itself which tends to limit the effects of incoming projectiles, lasers, grenades, and 
explosions. It cannot, however protect against fire, such as that emitted from flamethrowers. 
Notes / Abilities: 
e This robot cannot initiate an assault. 
e — Any model within 7cm of a shielding robot gains an additional second saving throw of 4+ against any incoming 
fire originating outside of this circumference with the exception of flamethrowers. 
e Models may move through the barrier as normal. 
e Note that the effects of the force field do not differentiate between enemies and allies which fall within it’s 
circumference. 
e —- This unit counts as Computerized. 


Perimeter Defence Robot 


Actions Available: 
Move// Fire // Move & Fire //Assault 
Save Toughness Assault GS Fire Arc Move Move Fast 
St et - 3+ GN° 7cm - 
WEAPON T-_ EFF Sv- Short Range / Long Range /Radius/Recharge/Realign 


Twin Laser Cannons -5 = S38) 40cm 120cm 4cm = 





Equipment Carried: 
e This type of Robot is often deployed around Federation outposts in hostile territory, being deployed ina 


perpetual sentry role in order to defend against any potential surprise infiltrators. If hostiles are detected the 
robot provides a strong first response by simultaneously sounding an alert and firing upon the encroaching 
forces. The robot's totally redesigned frame incorporates dual Laser Cannons and their associated power packs. 
The robot is very heavily armoured and consequently moves very slowly, however since robots of this type are 
generally deployed in expectation of rapidly responding support, this is rarely a problem. 

Notes / Abilities: 

e The robot may not move & fire in the same turn. 

e Note that the linked Laser Cannons bestow a radius of effect and do not need to recharge due to the heavy 
power packs incorporated into the robot. 

e —_ Note that if the robot is assaulted it need not cease firing at other targets to participate in the assault. It simply 
ignores hand-to-hand activity. If, during an assault, the robot should win a dice throw, then no damage is 
inflicted against its opponent. In losing the assault, the opponent has simply failed to find a way to successfully 
attack the robot. 

e —_ This unit counts as Computerized. 





The System 


The System is a comparatively small space-empire comprising three planets and a number of Spaceworlds; huge space 
station platforms from which the master computer, the System proper, engages in the total management of all three 
worlds. The System maintains a full copy of the master computer on each planet. Spaceworlds also each contain a fully- 
functioning redundancy backup duplicate of the master computer which periodically synchs with its other “selves” to 
maintain total-awareness. Thus it has ensured its continuance in the wake of a catastrophe which might result in the loss 
of any one asset-body and its associated central computer. 

Spaceworlds also serve as a kind of bridgehead, as the computer intends to initiate a period of empire-building during a 
planned mass-powergrab, which it intends to accomplish after obtaining enough information about the possible 
opposition existing on worlds it intends to possess, and computing appropriate countermeasures strategies for each. To 
this end the System engages in a practice of careful espionage upon rival space powers, which requires it to maintain a 
number of highly specialised space vessels. The Spaceworlds provide dry-dock and facilities for this flotilla to maintain this 
vital element. 

The System came about in the wake of a three-way armed conflict amongst the planets comprising it, when the self-aware 
battle computer of one world was able to take over the battle computers of the other two, resulting in the unintended 
effect of perpetually enslaving all three. 

Having gained supreme control over its human creators, the master computer was in the unique historical position of 
being able to simultaneously restructure three entire civilizations from the ground up to conform to a homogenous 
optimal efficiency model it had composed. 

When imposing this new structure upon the human society over which it now presided, the computer viewed humans as 
purely physical assets; functional work machines. Thus it delegated tasks to the humans accordingly; Specimens in 
unacceptable condition were immediately vaporised in batteries of specially-constructed elimination chambers. Physically 
superior specimens were separated out to be cerebrally modified and given specialised jobs, while inferiors were left 
unmodified and channelled directly into slave-labour, it being more efficient to control those who perform unimportant 
tasks with simple brutal discipline whilst those with important tasks had to be controlled absolutely through a 
combination of mental conditioning and cybernetics to ensure the highest possible level of efficiency and synchronous 
micromanagement. 

The computer saw its stocks of superior human male specimens as physically the strongest and therefore the preferred 
variety amongst the work units under its control. Thus the superior males were routed into a psycho-manipulative 
program to ensure their loyalty. It now had a sufficient military arm. The remaining group, the superior females, where not 
as strong but could serve well in the role of civil and military administrators and other capacities requiring a direct 
representative of the computer; all posts in which physical strength was not a requirement. These females underwent a 
much more elaborate form of electro-cerebral alteration involving the installation of cybernetic uplink capabilities to 
enable the requisite level of close mental association with the computer. 

Both males and females wear antenna harnesses which enable the reception of transmitted orders. These are then 
decrypted silently by a tiny circuit board. The message is then delivered via an electric collar which feeds pulse-emissions 
up the spinal cord and into the brain. More complex discourse with the System computer is possible for Altas using a 
specially constructed input/output transmission uplink dome. 

The Alta conditioning totally supplants any remaining personality to a far greater degree than the comparatively more 
humanlike guards. In the event that computer supervision is severed from an Alta, for instance, by disconnecting the 
controller-collar, the onrush of the suppressed former personality can shock the Alta into a cataleptic state. For this reason, 
they are accompanied by guard detachments at all times. 





Command Altas 


Two Command Altas may be included in a System Battlegroup. They are the computer's force-commander presence. 
The pairing provides a simple redundancy backup survival strategy. 
Any portion of a System force may be teleported into battle from off-table (See 7eleport). Up to ten System models may 
be teleported in per turn. 
If there is sufficient justification in your scenario arguing that there is more than one System vessel in orbit around the 
planet upon which the battle is taking place, or if the battle takes place on a Spaceworld or System planet setting, there is 
no limit to the number which may be teleported in per turn. 
Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak 





3+ St - 3+ 188° iScm = erccm Bcm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer =i, = =i, 25cm 50cm - = = 
Neuroshock Wand* =2 = -2 cc = = 7 





*Adds +2 to Assault [Already reflected in profile] 


Equipment Carried: 
e | Command Altas may choose one of the two weapons above to use during the battle. 


e —_ Teleport Bracelet 


Other Notes / Abilities: 
e — Altas equipped with a Neuroshock-Wand gain complete control over all Slave-Norms within 10cm. 
e = All Altas count as Charmers 
e This unit counts as Computerized. 











Alta Space Uperatives a ~ 


Occasionally the Master Computer net governing the System requires the accumulation of data regarding the economic 
state, military fleet strength, and current political intentions of rival space powers. Accordingly, special mission operatives 
are dispatched in special DSV vessels to be secretly teleported incognito onto the worlds under scrutiny and report back 
their observations. Naturally, these specialized intelligence vessels carry as standard a generous stock of typical civilian 
clothing styles popular throughout the galaxy to aid the operatives in blending into target populations, as well as vast 
monetary resources in the form of precious stones which the agents can use to fund the furtherance of their activities 
whilst in the field. Agents are deposited into position via teleport during a careful Deep Space Vehicle incursion, gather 
the desired data using the requisite observation or espionage techniques, and are simply teleported up at a prearranged 
time during a high-speed fly-by before uploading their findings to the System data banks. 

As a result of this practice of sustained and intrusive espionage, the System has become embroiled in ongoing but 
sporadic conflicts with the powerful space navies of a hostile alien race dwelling in the Darkling Zone around 61 Cygni- 
The nearest human encroachment to which is the penal colony world Cygnus Alpha, which, it is worth noting, was 
deliberately established by the Federation as an isolated and expendable test-bed to gauge the intentions and capabilities 
of these unknown beings, though it should be conceded that the aliens themselves are almost certainly aware of this, and 
thus have refrained from taking action openly. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS fFireArc Move Move Fast Sneak 


St St -1 3+ 168° 1iSem = eecm 8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer =1 = =1 25cm 50cm = = = 





Battle Skills: 
e [none] 
Equipment Carried: 

e Teleport Bracelet 

e — System Medi-Kit: Highly advanced and designed by the System for use on fallen comrades. This type of 
Medi-Kit is standard equipment on all System vessels. While in base-to-base contact with a “killed” model 
for at least 1 turn, roll a D6: 

1-2: The model is dead or too badly wounded for the medi-kit to help during this battle. 
3-6: The model makes a fast recovery and is able to rejoin the battle on the next turn following. 

e Alta Operatives may carry explosives into battle for strategic use. Each may enter battle equipped with the 
following device x1: 

o Delay Mine: Must be hand-placed into position costing one action. May be set to count down for 
up to 6 turns [Use a small D6 to help keep track of this]. 
T- 5, Sv- 2, 7cm Radius. 
Other Notes / Abilities: 

e Space Operative Altas often brought System Guards along on their missions, though they too were 
dressed incognito during in-cover espionage. (Note that they need not always disguise themselves in 
order to carry out certain missions, however...) 

e = All Altas count as Charmers 

e This unit counts as Computerized. 








Utility Altas 


Utility Altas wear a bulky harness covered in circuitry and components, amounting to a combined portable computer 
system and powerful diagnostic auto-repair system. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 


5+ 5+ -3 St+ 168° ie2cm cNcm Ucm U+ 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer -1 = -1 25cm 50cm = = = 





Equipment Carried: 
e Teleport Bracelet 
e —_ Utility harness 
Other Notes / Abilities: 

e A Utility Alta has an auto-repair effect upon all damaged System technology within 10cm. After one turn 
within the area of effect during which the Alta takes no other actions, the technology in question is 
restored to full functionality. Vehicles, however, are more complex; they may shrug off the effects of a 
single result on their damage chart after a single full turn in proximity to the Alta. 

e Technical Mastery: In a situation where technical or computer skills are required challenges for a scenario, 
take no other actions for one turn and test against Talents to succeed. This could (for example) be used for 
purposes of sabotage, construction of devices, reprogramming, or repair. Multi-level operations might 
require more than one test to succeed. 

e — Scan/Compute/Upload: Test against Talents to succeed at these actions as stipulated by the requirements 
of a scenario. Scanning can include acts of data theft at an enemy computer terminal in which a Utility Alta 
can be tasked with obtaining one or more ‘packets’ of information, potentially requiring multiple successes. 

e = All Altas count as are Charmers. 

e This unit counts as Computerized. 

e Though this unit has a talents rating, these talents are those of the computer she wears. She merely carries 
out the orders it transmits into her mind. Note that should this unit win an assault it is not capable of 
damaging more than one opponent per turn as other Talents holders are. 





Alta Teleport Specialist 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault // Teleport 


Save Toughness Assault GS Fire Arc Move Move Fast Sneak 

St St -1 3+ 168° iScm = eecm Gcm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Particle Beamer =i, = =A, 25cm 50cm = = = 





Equipment Carried: 

e A Teleport Specialist is equipped with a Teleport Relay Belt; a special computer-controlled device synchronized 
with the processing banks of a designated host-terminal, often aboard an orbiting System space vessel. The 
device allows her to be teleported anywhere on the battlefield during her Move phase. (Note that teleport does 
not count as an action.) 

e A Teleport Specialist is equipped with a single Delay Mine which must be hand-placed into position costing one 
action. May be set to count down for up to 6 turns [Use a small D6 to help keep track of this]. 

T- 5, Sv- 2, 7cm Radius. 


Other Notes / Abilities: 

e A Teleport Specialist is in constant communication with the control-collars of the indirect fire units within her 
battlegroup and may thus act as a forward spotter. When the Teleport Specialist has enemy positions in her LOS, 
those positions count as being in LOS of the indirect fire units for the purpose of calculating hits. 

e = AllAltas are Charmers. 

e This unit counts as Computerized. 

e —_ Teleport relay belts are a prototype device which is still far from common owing to substantial difficulties in 
obtaining rare materials for production. A System force may contain only a single Alta Teleport Specialist. 











System Guard 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Assault 
Save Toughness Assault GS Fire Arc Move MovefFast Sneak 











6 St - + 168° 15cm = = eecm 8cm 
WEAPON T- EFF Sv-_ Short Range/Long Range /Radius/ Reload/Realign 
Military Particle Beamer: 
) Standard Power -1 = 1 25cm 50cm = = = 
° Assault Focus -1l veal 15cm = 2cm = = 
° Heavy Power -2 = =] 30cm 120cm 3cm Yes = 





Equipment Carried: 

e  *Military Particle Beamer: System Guards are issued with a military grade Particle Beamer which differs from 
those issued to the Altas. This versatile weapon is capable of modulated power settings and three modes of fire. 
Switching between these settings has no cost in actions, but note that after firing on heavy power the particle 
beamer will require a turn to recharge in order to recover the capacity to fire again in any of the three modes. 


Other Notes / Abilities: 
e — System models equipped with a Neuroshock-Wand gain complete control over all Slave-Norms within 10cm. 
e This unit does not count as Computerized. 


Sustem Assault Grenadiers 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak 








St + +2 + 188° iScm = eecm - 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
System Grenade -2 = = 20cm 35cm 4cm = ¥ 
Neuroshock Wand* -2 = -2 fel) = 7 = 





*Adds +2 to Assault [Already reflected in profile] 


Equipment Carried: 
e — Assault Grenadier Guards carry enough grenades to last the battle. 


Other Notes / Abilities: 
e — System models equipped with a Neuroshock-Wand gain complete control over all Slave-Norms within 10cm. 
e This unit does not count as Computerized. 





System Neutron Blaster Support-Weapon Team 


Neutron Blaster: A support weapon devised by The System. It is capable of devastating direct fire. In low power mode, the 
cannon can be elevated to eject a spheroid of plasma usable via indirect fire. 
Actions Available: 
Move// Fire // Move & Fire // 
FireArc Move Move Fast Sneak Minimum Crew 




















45° 18cm - - One 
WEAPON T- EFF Sv-_ Short Range/Long Range/Radius/Recharge/Realign 
Support Weapon 
Neutron Blaster*: 
° Direct Fire** -4 =. =2 30cm 200cm 4cm = N 
e Indirect Fire -2 = =2 - (Min 25cm) 160cm 5cm - v 
Crew Sidearm 
Military Particle Beamer: 
) Standard Power -1 = =] 25cm 50cm - - = 
e Assault Focus -1l = =] 15cm = 2cm - = 
) Heavy Power =2 = =] 30cm 120cm 3cm Yes “ 





Equipment Carried: 

e Military Particle Beamer: The Security Enforcement Guards of the System are issued with a military grade Particle 
Beamer which differs from those issued to the Altas. This versatile weapon is capable of modulated power 
settings and three modes of fire. Switching between these settings has no cost in actions, but note that after 
firing on heavy power the particle beamer will require a turn to recharge in order to recover the capacity to fire 
again in any of the three modes. 


Other Notes / Abilities: 
e This unit does not count as Computerized. 

Minimum indirect fire range: 25cm. 

[*] cannot move & fire in the same turn. 

[**] cause an additional T-2 at short range. 

Out of LOS targets may be targeted nonetheless when using indirect fire. Hits are scored only on a 6. In the 

event of a miss, use scatter dice or determine a scatter direction randomly. The shot lands 4D6cm away. Apply 

the blast radius at this location. 

e The stats above and assume the gun is being moved by at least two troopers. The Neutron Blaster requires only 
one crewman to fire. However, if the crew is reduced to only one, it can no longer be moved on foot. 

e Attackers beyond 20cm randomise their hits between the weapon and it’s crewmen. They may select targets 
freely within 20cm of the crew weapon. 

e For the purposes of resolving damage against the weapon itself (for example, due to area-effect weapons): 


Toughness 
3 








The System: Slave-Norms 


Normals, or “Norms”, are the non-altered slave-labourer caste of The System. They are a significant portion of the 
human presence aboard Spaceworld stations and throughout the three planets composing the System’s domain-worlds. 
Norms may be identified by the metallic wrist-cuffs they wear. These high-tech manacles can be instantaneously 
magnetised by an encrypted signal controlled by a handheld remote, and slaves can be not only bound at the wrist but 
bound to one another as well to form single file chains with the left wrist of a slave magnetically locked to that of the man 
in front and the right to that of the man behind. Generally, this is only done during forced marches or disciplinary 
exercises, the primary purpose of the cuffs being to facilitate mass-teleportations. Another feature of these wrist-cuffs is 
that they contain a tiny speaker through which a designated slave leader may issue simple one-way instructions to the 
slaves for which he is responsible. 

Occasionally norms may be found milling about on their own or in small groups when not actually required to be working, 
giving at first glance at least the superficial appearance of liberty. But before long they inevitably receive a command to 
carry out some menial task and return to their endless toil. The computer is unconcerned about the nuance of their 
behaviour during these down-periods. Within the System-domain there is ultimately little hope of escape. 

Nevertheless, Norms harbour a universal discontent for their way of life and will leap enthusiastically upon the first 
opportunity to resist or undermine the oppression of the System. That this tends to lead to summary execution is of little 
matter to those for whom life has lost all value. 

Numerous attempts to overthrow computer rule have been made over the years by various rebel slave groups. A 
particularly disruptive attempt was organized and put into action long ago by a secret association of Norm-1s who agreed 
to simultaneously raid a number of Guards’ armouries. The surprise operation resulted in the successful distribution of 
armloads of particle beamers to their respective parties of slaves which were then hurriedly united into a single gigantic 
armed mob. Guards wasted no time in breaking up the rioters by dropping grenades on them from the relative safety of 
hastily fortified strategic positions on the gantries overhead. The dissidents were eventually quashed before they could 
ever get near the partitioned area containing the master computer banks of the System proper, but the event served to 
illustrate a serious vulnerability, and soon afterward the modification of single-isomorphic response was added to all 
System armouries, in hopes of inhibiting the recurrence of such armed rebellion. 


Slave-Norm 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 


Save Toughness Assault GS FireArc Move Move Fast Sneak 

6 St - St 188° 15cm 28cm 8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Battle Skills 
e none 
Equipment Carried: 
e Norms carry equipment either stipulated according to the scenario or reflected by the equipment depicted on 
the model in use. 
Special Rules: 
e —Norm-Slaves are NPC units. As such they require a leader to act as a conduit for a player to control them. (See 
Norm-1, below.) If uncontrolled, slaves will move randomly, as described under WPCs and Random Movement. 
e — Any model equipped with a Neuroshock-Wand gains complete control over all Slave-Norms within 10cm. 
e In the case of conflicting mutually applicable controllers, the slaves will revert to random movement. 





HNorm-i 


Norm-1 is a designation assigned to the chief representative of a given party of Norms. Generally Norm-1s are quick- 
thinking alpha types who tend to emerge from the natural social dynamic of the slave group and hence, take it upon 
themselves to speak for them and assert their needs to their masters, as well as organise and motivate the actual work 
slaves perform. This last often earns them a bit of enmity by other Norms who often see them as just another facet of their 
oppression. Consequently, many Norm-1 designated individuals end up with few friends amongst their fellow slaves, 
despite a mutual desire to resist. 

Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 


U+ U+ +] 3+ 188° 15cm ercm Gcm 3+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Battle Skills 
e ANorm-1 may possess Battle Skills or Talents. A Battle Skill or Talent may be randomly generated or perhaps 
selected according to appropriateness instead. Naturally, players should agree on this beforehand. 
Equipment Carried: 
e Norm-1s carry equipment either stipulated according to the scenario or reflected by the equipment depicted on 
the model in use. 
Special Rules: 
e Slave Leader: The player controlling Norm-1 will be able to influence the behaviour of the slaves under his 
leadership. Each turn, test against Norm-1's Talents to gain full player control over his designated slave-group. 
A failure means that the slaves revert to random movement this turn. Note that it is possible to feature multiple 
slave-groups of any size as well as multiple Norm-1s. 
e —- If Norm-1 is captured, his skills can be employed by the opposing player after applying Break. 
e Scenario uses: 
o A System player may begin a game with Norm-1 as part of his force. 
o Resistance players gain control over Norm-1 automatically by putting a character with a Talents rating 
within 10cm of Norm-1. 
o Resistance players do not have to capture or use break against Norm-1 to get him to cooperate, since 
he is always willing to rebel... 
o Other forces will be required to capture and break Norm-1 before being able to employ his abilities. 





Amagon Space Pirate Slavers 
Actions Available: 


Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak 


6 St - U+ 168° 1iSem = eecm 8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 


Trang-vapor Emitter* - 2+ - 15cm = 3cm = 





Battle Skills: 
e [none] 
Equipment Carried: 

e _*Tranq-vapor Emitter: Tranq-vapor hits automatically. (But the GS stat is provided in the Amagon profile for 
players wishing to up-arm their Amagons.) Models falling under the tranq-vapor radius test against 
effectiveness to determine if the vapour knocks them out. Since it is not a to-wound roll, there is no test against 
toughness and a saving throw is not allowed. Targets wearing gas masks or MOPP/NBC style gear are totally 
unaffected by Amagon tranq-vapor. (Note that the masks of Federation troopers do not protect against gas.) 
Models succumbing to tranq-vapor are unconscious and take no actions until roused by their Amagon captors 
(often with a boot to the ribs). (Amagons not rousing their victims results in the victim simply being left 
unconscious for the rest of the battle. However, an ally may wake them by spending a turn in base-to-base 
contact with the unconscious victim. They will wake on the following turn and may move & fight normally 
afterward, having retained their weapons.) 

e Detonator Collars & Remote: Amagon slavers may fit an unconscious model with a Detonator Collar and then 
thump them until they wake up. In game terms, this is achieved simply by having the capturing model spend an 
entire turn in base-to-base contact with the unconscious model while doing nothing else (additionally, the 
model being collared is disarmed at this particular point). Collared models are considered captured for 
purposes of victory point calculation. Unlike standard captives, collared models may be freely moved about by 
the capturing player immediately and regardless of LOS. Furthermore, the Amagon player may opt to detonate 
the collar. This costs 1 action (and as such may be done on the move). At least one Amagon model must be in 
LOS and within 100cm of the model wearing the collar intended to be detonated. Only one collar may be 
detonated per action spent. Detonation of a collar causes a small explosion (3cm radius T- EFF 4+) which may 
injure those nearby. Needless to say, the explosion automatically kills the captured model. 

Other Notes / Abilities: 

e —Amagon Victory Points: If the Amagon player's mission objectives include capturing as the main goal of the 
operation, then detonated captives are not counted toward the player's resulting Victory Points. If acquiring 
captives is not the primary goal of the Amagons’ mission objective, then detonated captives may be counted 
toward victory points, in this case. 








Amagon Captain 
Actions Available: 


Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak 
St St +1 U+ 168° iScm = eecm Bcm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 


Trang-vapor Emitter* - 2+ - 15cm = 3cm = 





Battle Skills: 
e [none] 
Equipment Carried: 

e  *Tranq-vapor Emitter: Tranq-vapor hits automatically. (But the GS stat is provided in the Amagon profile for 
players wishing to up-arm their Amagons.) Models falling under the tranq-vapor radius test against 
effectiveness to determine if the vapour knocks them out. Since it is not a to-wound roll, there is no test against 
toughness and a saving throw is not allowed. Targets wearing gas masks or MOPP/NBC style gear are totally 
unaffected by Amagon tranq-vapor. (Note that the masks of Federation troopers do not protect against gas.) 
Models succumbing to tranq-vapor are unconscious and take no actions until roused by their Amagon captors 
(often with a boot to the ribs). (Amagons not rousing their victims results in the victim simply being left 
unconscious for the rest of the battle. However, an ally may wake them by spending a turn in base-to-base 
contact with the unconscious victim. They will wake on the following turn and may move & fight normally 
afterward, having retained their weapons.) 

e Detonator Collars & Remote: Amagon slavers may fit an unconscious model with a Detonator Collar and then 
thump them until they wake up. In game terms, this is achieved simply by having the capturing model spend an 
entire turn in base-to-base contact with the unconscious model while doing nothing else (additionally, the 
model being collared is disarmed at this particular point). Collared models are considered captured for 
purposes of victory point calculation. Unlike standard captives, collared models may be freely moved about by 
the capturing player immediately and regardless of LOS. Furthermore, the Amagon player may opt to detonate 
the collar. This costs 1 action (and as such may be done on the move). At least one Amagon model must be in 
LOS and within 100cm of the model wearing the collar intended to be detonated. Only one collar may be 
detonated per action spent. Detonation of a collar causes a small explosion (3cm radius T- EFF 4+) which may 
injure those nearby. Needless to say, the explosion automatically kills the captured model. 

Other Notes / Abilities: 





e —Amagon Victory Points: If the Amagon player's mission objectives include capturing as the main goal of the 
operation, then detonated captives are not counted toward the player's resulting Victory Points. If acquiring 
captives is not the primary goal of the Amagons’ mission objective, then detonated captives may be counted 
toward victory points, in this case. 





Andromedans 


Andromedans are masters of polymorphic espionage. 

Andromedans imitating other species use that species profile during imitation, a state in which the physical limitations 
and vulnerabilities of the original creature are necessarily duplicated as well... 

This profile is for Andromedans’ native form, which is said to resemble “a cross between a large spider and the entrails of 
a horse” which doubtless pulsates greenishly whilst softly murmuring in electrostatic discharge. 


Deployment notes: 

Andromedan forces may include polymorphic spies. The utilization of these Andromedan shapeshifters requires some 
special rules. 

D6 Polymorphic spies may be secreted amongst the opposing player's forces. The opposing player is allowed to see the 
result indicating how many spies are present if they wish. (Though not knowing may be far more interesting!) 

Spies are selected by the Andromedan player after both armies have been deployed onto the tabletop. This represents the 
advantage represented by spies, in that they are able to manoeuvre themselves into positions of maximum advantage. 
(Opposing players should thus be careful in their deployment choices, knowing they've been infiltrated.) 

Andromedan spies may be selected from basic regular troopers. They may not be selected from amongst characters with 
profiles featuring Talents ratings, nor may they select heavy weapon or similar specialist troops. 

After the Andromedan player decides which troops will serve as their spies, the opposing player leaves the room allowing 
time for the Andromedan player to attach small markers to the undersides of the spy-miniatures’ bases. (A tiny globule of 
sticky-tac flattened into a thin disc is recommended as it is unlikely to fall off as the figures are manoeuvred about the 
table.) This is obviously to allow the Andromedan player to “prove” to their opponent that this model has been a spy all 
along. 

The game begins as normal with the opposing player moving the “spy” models about mixed in with his own troops until 
such time as the Andromedan player wishes to reveal them. A spy may be revealed at any time, even in the opposing 
player's turn, as the Andromedan player may wish to prevent their opponent from using one of his spies to do something 
counterproductive such as assaulting or firing upon a friendly model. Thus, if their opponent is lining up a shot with a 
measuring tape using a model marked as a spy the Andromedan player is allowed to announce that the model is in fact a 
spy and the player is henceforth taking control of it, disallowing any shots to be taken using their model, etc. 

At this point, the Andromedan player has the option of replacing the imitation form of the Andromedan spy with a model 
of an Andromedan in its true form. The newly revealed model may then immediately use any unused actions it has left 
over unused from the duration of the opponent's turn. The model is then allowed to take actions again in the 
Andromedan player's turn immediately following. This represents the opposing forces’ surprise at being caught off guard 
by the spy. 

Special variations of the reveal process may occur, such as in a case where the Andromedan player wishes to intercede to 
prevent his spy from performing some counterproductive act under the control of the opponent, but does not yet wish to 
relinquish the “human disguise”. In this case, the spy-model is turned over to the control of the Andromedan player, but 
the still-disguised model may only be attacked by units of the opposing player which have a talents rating. (Normal 
troops would be too hesitant to take action.) Furthermore, to be allowed to attack the disguised model, the talents-rated 
character must first pass a talents test to determine if they have been canny enough to recognise that the person is, in fact, 
an alien polymorph. A failure means they are unsure and hence, not allowed to attack, but the character may try again 
next turn. This represents the spy being placed under increasing scrutiny. 

This rule is superseded, of course, by the spy performing any action which leaves no doubt as to its disloyalty, such as 
attempting to assassinate the force commander or tossing grenades into roomfuls of troops! These spies are revealed to 
be enemies whatever form they are wearing and henceforth may be attacked with impunity by any of the opposing 
player's units. 





Andromedan Polumorphic Uperative 


During total biological imitation of human form: 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS fFireArc Move Move Fast Sneak 


6 St - U+ 16N° 15cm eecm 8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 - - 35cm 70cm - = - 





Equipment Carried: 

e — Andromedan Polymorphic Operatives carry the normal equipment of the troop type imitated. 
Other Notes / Abilities: 

e — Polymorphose: Andromedan polymorphs may don or abandon their imitation form at any time. 





Andromedan Soldier 


In non-humanoid biologically natural form: 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak 














St + +1 3+ 188° 16cm e6cm 18cm 

WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Maser Ray 

° Beam a2 = -1 40cm 80cm - - = 

° Wide Focus -2 7 =1 20cm = Flame Yes Yes 
Heavy Maser 

° Beam -4 7 -3 60cm unlimited 7 = 7 

° Wide Focus -3 = eZ 60cm unlimited Flame = = 

° Full Power -4 = -3 60cm unlimited D6 Flame YES YES 





Equipment Carried: 

e — Andromedan frontline soldiers are equipped with a ubiquitous standard issue sidearm; a small tubular device 
called a Maser Ray. The weapon is capable of two modes of fire; a tightly focused beam of searing microwave 
energy, and a short ranged ray of lower intensity but wider focus that incinerates a small area leaving a flame 
radius at the target point. The opposite end of the rod-like device is capable of emitting a particle stream that 
repels oxygen atoms. This can be used to extinguish undesirable flame radii within 20cm and is done as a 
shooting action, a hit automatically extinguishing the flame radius. 

e One Andromedan per squad of ten is generally equipped with a Heavy Maser; like the Maser Ray, it is capable of 
multiple modes of fire: 

o The normal beam setting is optimised for burning holes through vehicles. 

o Wide focus is aimed at a single target potentially causing great damage and a flame radius is left 
behind at the target point, potentially causing immediate flame damage to nearby units as well. 

o On the full power setting, the target model is the recipient of even more devastating damage. 
Furthermore, there is a secondary effect; an explosion is immediately caused at the target point in 
exactly the manner of an explosion result on the flame radii behaviour chart; a flame radius is placed 
on the table with D6 additional randomly placed flame radii touching it’s circumferential edge. This 
effect is a massive drain on the battery, and the Heavy Maser requires recharging after use in this 
mode. 

The product of highly advanced technology, an Andromedan Heavy Maser is compact and lightweight. Thus, 
any soldier (not just Andromedan) carrying a Heavy Maser és allowed to Move Fast. 


e — In the wake of the Intergalactic War, many Andromedan straggler units, cut off from resupply, took to adopting 
captured Federation weaponry as the battery magazines for their maser weapons eventually wore out. Therefore 
it would not be unusual to encounter Andromedans equipped with any combination of human firearms. 


Andromedan Armada Uverleader 


In non-humanoid biologically natural form: 
Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 





Save Toughness Assault GS Fire Arc Move MoveFast Sneak 
3+ + +3 ct 188° 16cm e6cm icm 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Maser Ray 
e Beam —2 = =A. 40cm 80cm = = - 
° Wide Focus -2 = = 20cm - Flame - Yes 





Other Notes / Abilities: 
° Positive influence: 15cm 





Andromedan Sub-Leader 


In non-humanoid biologically natural form: 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move MovefFast Sneak 
4+ + +e ct 188° i6cm e6cm 18cm 


WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 


Maser Ray 
° Beam -2 = -1 40cm 80cm = = - 
e Wide Focus -2 = =1 20cm 7 Flame = Yes 








Other Notes / Abilities: 





e Positive influence: 10cm 





Barbaric Primitives 


Human primitive groups are common throughout Federation space. These groups are invariably the remnants of 
colonies founded in the early planet-grab days of the Galactic frontier. During this period, a number of colonies were 
founded without sufficient manpower or available resources to prosper enough to maintain their technologically 
dependent way of life; A lifestyle which at the very least necessarily requires a fairly complex thriving economy to sustain 
itself. Still other planets were decimated, cut off from resupply, or lost presumed annihilated in wake of the galaxy-wide 
Atomic Wars, during which many planets were bombarded with nuclear warheads, their populations reduced to the likes 
of scavengers. 

Unsuccessful isolated colonies which did not immediately die out or diverge into mutation soon devolved technologically 
through a series of phases. These almost always began with a lapse into a situation where dwindling finite technological 
resources became too valuable a commodity for anyone to actually use and so alternate low-tech methods of sustenance 
demanded a fall-back to farming methods. If this too failed the colony reverted still further into a culture of hunter- 
gatherers where all technical knowledge became unimportant and constituted a complete waste of time in light of so 
much else needing to be done in order to survive. Consequently, reversion to complete primitivism was generally 
complete in as little as five generations, many times with the descendants retaining no knowledge whatsoever of even 
basic electronics concepts. 


Barbaric Warrior 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 




















St + +1 + 188° 15cm eecm Bcm = 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Knife = = = [oie = = = = 
Sword =1, = =i cc = = = = 
Axe =i = el cc = = = = 
Two-Handed Sword -2 = ec = = ~ = 
Bow - - - 35cm 100cm - = = 
Spear* -2 7 ad 25cm 40cm ad 7 - 
Crossbow -1 = =i 25cm 60cm - Yes = 





*place a marker at end point once thrown so the item may be retrieved and thrown again. 
In the event of a miss, place it just beside the target model. Stats are the same for 
both cc and thrown. 
Equipment Carried: 

° Knife 

e Any additional weapons depicted on the chosen model 
Other Notes / Abilities: 

e —_ Barbaric Primitives reduce all terrain-related movement penalties by -1D6cm. 








Shaman 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MoveFast Sneak Talents 











U+ 5+ -2 3+ 16N° 15cm eecm 18cm U+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Knife > - 7 eke = od = = 
Sword J 1 cc = = = = 
Axe -1 = -1 CG. = = = = 
Spear* -2 - - 25cm 40cm = = - 





*place a marker at end point once thrown so the item may be retrieved and thrown again. 
In the event of a miss, place it just beside the target model. Stats are the same for 
both cc and thrown. 


Equipment Carried: 


e = Knife 
e —_ Holy staff/juju-rod or other non-combat object. (some may have powers or properties as agreed upon by 
players) 


e Any additional weapons depicted on the chosen model 
Other Notes / Abilities: 

e Positive influence 15cm 

e —_ Barbaric Primitives reduce all terrain-related movement penalties by -1D6cm. 

e Psychic Action: Shaman may have other psychic powers as agreed upon by players prior to gaming (see section 
on Thought-Dimension Entities). Whether or not this is the case, Shaman are always considered to have Psychic 
Action for use with the Thought-Dimension Entity rules. 

e —_ Telepathic Action: In a situation where telepathic communication is required as per the requirements of a 
scenario, test against Talents skill. This costs no actions and as such may be done on the move. 

e —_ Telepathic Warning: If the player controlling the Shaman spots his opponent player measuring out a 
prospective shot in preparation to have one of his models fire upon a model allied to him, he may call an 
interruption citing telepathic warning on the part of the Shaman. This may be done provided that both models 
are within LOS of the Shaman model at the time. The Shaman may then be said to have warned his ally about 
the incoming shot and the shot is not allowed to proceed. This may only be done once per game. Due to the 
suddenly heightened emotional intensity of the moment, there is no need to roll against Talents for this 
particular type of Telepathic Action to succeed. 





Warrior-ChieF tain 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 




















3+ 3+ +4 it 188° 15cm ercm 18cm 3+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Knife = = = cc = = z = 
Sword -1 el cc “ as = = 
Axe -1 blk cc 7 a 7 7 
Two-Handed Sword -2 = = ae = = = = 
Bow = = - 35cm 100cm = = = 
Spear* -2 = 7 25cm 40cm = - - 
Crossbow ell ee elt 25cm 60cm 7 Yes 7 





*place a marker at end point once thrown so the item may be retrieved and thrown again. 
In the event of a miss, place it just beside the target model. Stats are the same for 
both cc and thrown. 

Battle Skills: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e _ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 

e Feat of Strength: In a situation where strength is required as per the requirements of a scenario, remain in base 
to base contact with the target for one full turn and test against talents to succeed. 

Equipment Carried: 
e = Knife 
e Any additional weapons depicted on the chosen model 


Other Notes / Abilities: 
e Positive influence 20cm. 
e — Barbaric Primitives reduce all terrain-related movement penalties by -1D6cm. 


Elder 


Actions Available: 
Move// Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak 























6 6 -1 + 188° 13cm 28cm i8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Knife = = = cc = = = = 
Sword =i. = cc a = = ~ 
Axe -1 = al cc i = = = 
Two-Handed Sword -2 aa = ec = = i: = 
Bow = - - 35cm 100cm = - = 
Spear* -2 7 ad 25cm 40cm = = - 
Crossbow -1 =. SL 25cm 60cm - Yes - 





*place a marker at end point once thrown so the item may be retrieved and thrown again. 
In the event of a miss, place it just beside the target model. Stats are the same for 
both cc and thrown. 
Equipment Carried: 

° Knife 

e Any additional weapons depicted on the chosen model 
Other Note/Abilities: 





e _ Barbaric Primitives reduce all terrain-related movement penalties by -1D6cm (Even the old ones.) 





Gatherer 


Actions Available: 
Move// Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS fFireArc Move MovefFast Sneak 


Gt 6G -2 - - 15cm eecm 18cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Equipment Carried: 
e Woven basket; berries/tubers 
Other Notes / Abilities: 
e —_ Barbaric Primitives reduce all terrain-related movement penalties by -1D6cm. 





Primitive Girl-Adventurer 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move MoveFast Sneak 














a+ St - + 188° 15cm = ercm 18cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Knife = = = (ols: = = = = 
Sword =i, as Sil cc = = = = 
Bow = = = 35cm 100cm = =< = 
Spear* =2 = = 25cm 40cm = = - 
Crossbow -1 ma Sul 25cm 60cm = Yes = 





*place a marker at end point once thrown so the item may be retrieved and thrown again. 
In the event of a miss, place it just beside the target model. Stats are the same for 
both cc and thrown. 


Battle Skills: 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

Equipment Carried: 
e ~—_ Knife 
e Any additional weapons depicted on the chosen model 
Other Notes / Abilities: 
e Charmer 
e —_ Barbaric Primitives reduce all terrain-related movement penalties by -1D6cm. 








Captain Bayban's Space Pirate Marauders 
Bauban 


Aka Bayban the Berserker, aka Bayban the Butcher... 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move MoveFast Sneak Talents 








3+ 3+ +2 ct 188° 15cm = ercm 68cm 3+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Beta Reaper -2 - -2 cc/35cm 50cm - - - 
Laser Cannon* =3 a= 5 40cm 120cm 3cm 7 7 
Plasma Grenade -2 m1 = 20cm 35cm 4cm - 





*cannot move & fire in the same turn. 


Battle Skills: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e _ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 


Equipment Carried: 

e __ Bayban carries a single Plasma Grenade. 

e —_Bayban wears a leather-like battlesuit; special lightweight armour incorporating a layered lattice of polymer 
mesh. This contributes to his saving throw above. 

e —_Bayban habitually carries explosives to maximise carnage and maintain his professional reputation for mayhem 
and viciousness. He generally enters battle equipped with one each of the following two special explosive 
devices for strategic use. 

o Proximity Mine: Must be put in place by hand, costing one action. Proximity trigger is set to explode if 
any movement takes place within 2 the potential blast radius of the device. The device is considered 
armed when the character carrying it puts it down and walks out of its trigger range. This takes two 
actions: One to arm the device and put it down, and one to ambulate away. Useful for denying terrain 
to the enemy. 

T-3, EFF 2+, Sv-2, 6cm Radius. 

o Remote Detonator Bomb: A high explosive device operated by a small handheld remote control. It 
can be detonated anytime, from anywhere on the battlefield. It must be put in place by hand and 
armed, which costs one action. 

T- 4, EFF 2+, Sv-2, 5cm blast radius. 


Other Notes / Abilities: 

e _ Bayban is skilled at harming people quickly and severely. Assaults from Bayban resolved with T-2, SAVE -2 

e — Bayban may be armed with his choice of the weapons listed above. 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 
e —_ Intimidate: Bayban is a name infamous and abhorred throughout Federation space. Bayban may attempt to face 
down a group of opponents using a combination of baleful facial expressions, threatening demeanour, and 
generally insane behaviour in order to temporarily terrify would-be opponents. Bayban may use his Talents skill 

to cause all opponent models within 15cm and LOS to lose their next turn by intimidating them into nervous 
inaction. This skill may be used against models in overwatch in order to rob them of their eligibility to fire 
(provided they are within 15cm), but because of their heightened state of readiness to fire, the Talents roll is 
modified by -1). Avon, Blake, and Servalan cause Bayban to test with a -2 Modifier. Travis is unaffected by this 
talent. 

e Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e — Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 





they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

e Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 

e Brawler: When engaged in an ASSAULT against multiple opponents, Bayban is allowed to confront each attacker 
one at a time in the order of his choosing. They do not get the usual collective assault bonus for force of 
numbers. Do a round of assaults against each opponent in base to base contact with Bayban. 

e Players are encouraged to tailor profiles for their own interesting renegade characters for inclusion as members 
of Bayban's Marauders. 


Sherm 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MovefFast Sneak Talents 











+ 4+ +e 3+ 188° iScm eecm Scm + 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Beta Reaper -2 - -2 ec/35cm 50cm - - - 
LMG* * ef . dt. ot 40cm 120cm 3cm - 7 
Laser Cannon* -3 =) -=3) 40cm 120cm 3cm - - 
Plasma Grenade =2 =. ea 20cm 35cm 4cm ad ¥ 





*cannot move & fire in the same turn. 
** causes an additional T-2 at short range. 


Battle Skills 
e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 
Equipment Carried: 
e —_Bayban’'s pirates are commonly issued with a leather-like battlesuit; special lightweight armour incorporating a 
layered lattice of polymer mesh. This grants them the saving throw reflected above. 
e — Sherm carries a single Plasma Grenade. 
e — Sherm may be armed with his choice of the weapons listed above. 
Other Notes / Abilities: 





e Piloting Action: In a situation where launching, landing, or navigation involving a space ship or flyer is required 
as per the requirements of a scenario, take no other actions for one turn and test against Talents to succeed. 





Runian chor 


Rynian Zhor was a towering green-skinned psychopathic space criminal born on one of the rim worlds of the frontier 
colonies through the pairing of a human mother and an unknown aggressive alien. Zhor's mother died in childbirth and 
he was taken for study in an attempt to determine the nature of his paternity, but he matured rapidly and developed the 
cunning necessary to murder his captors and escape after only three years. As Zhor aged he developed a titan physique 
and found humans easy to manipulate through intimidation and force, but his unmistakable appearance prompted him to 
live on the move in order to stay ahead of the authorities. In the course of his brutal quest for survival, Zhor became a 
prolific murderer, kidnapper, and thief, and when he finally crossed paths with Bayban, the one found much to admire in 
the career and reputation of the other. Accordingly, Bayban offered Zhor the chance to throw in with his gang of ruthless 
space pirates, an arrangement which has proved to be of mutual benefit to them both- to the perpetual detriment of their 
numberless victims. 

Rynian parted company with Bayban in unknown circumstances just prior to the death of the latter. It is unknown if Rynian 
Zhor still lives. Some believe he may have been killed in one of Bayban’s increasingly self-destructive mission-schemes 
while others contend that Zhor was most likely killed by Bayban himself. 

Without evidence either way, Rynian Zhor's current status alive or dead remains a matter of conjecture. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 


+ 3+ +4* 3+ 168° 15cm 38cm - ct 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Laser Cannon = = 3, 40cm 120cm 3cm = = 





Battle Skills: 
e Feat of Strength: In a situation where strength is required as per the requirements of a scenario, take no other 
actions for one turn and test against Talents skill. 
Equipment Carried: 
e _Zhor handles a Laser Cannon the way a human might wield a rifle. He suffers no penalties relating to movement. 
Other Notes / Abilities: 





*Zhor's Assaults are resolved at T-2, Save -2. 
e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 
e = Zhor is immensely strong and may carry an incapacitated casualty or captive prisoner without movement or 
action penalties. 





Kerril 


Space Pirate Gunfighter 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS fFireArc Move Move Fast Sneak Talents 


U+ 5+ +] et 188° 15cm eecm Bcm U+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Beta Reaper -2 - -2 ec/35cm 50cm - - - 





Battle Skills 
e Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 
Equipment Carried: 

e _ Bayban’s pirates are commonly issued with a leather-like battlesuit; special lightweight armour incorporating a 

layered lattice of polymer mesh. This grants them the saving throw reflected above. 
Other Notes / Abilities: 

e Trick Shot: Test against Talents to succeed at an act of trick shooting used as stipulated by the requirements of 
a scenario or for any acts mutually agreed upon by players in the midst of a game as something conceivably 
feasible given this character's remarkable shooting abilities (shooting a gun out of an opponent's hand for 
example...). 

e — Undeclared Overwatch: This character's reflexes have been honed to razor sharpness. If need be they may make 
an unplanned snap-fire shot during their opponent's turn as if they had been in overwatch. A character having 
used Undeclared Overwatch is also allowed to Fire during their following turn. This skill is usable once per game. 

e — Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 








Bauyban's Space Pirates 


Bayban’s crew is composed of a wide variety of wanted felons; dangerous and grizzled battle-seasoned psychopaths, each 
seemingly with an inordinate fondness for one or another method of dispatching the hapless unfortunates who happen to 
blunder into their path. This has resulted in Bayban amassing a small yet heavily armed force exhibiting a surprisingly 
wide variety of equipment and heavy weapons. Of course, the standard basic sidearm amongst Captain Bayban’s pirates is 
Bayban’s favourite gun; the Stellardyne Systems Beta Reaper Pistol manufactured on Jevron. It is a boosted blaster pistol 
with more power than a full size blaster. In addition to this, most of Bayban’s pirates employ something even more 
destructive, and Bayban’s marauders field a disproportionate number of heavy weapons and flamethrowers. Bayban’s 
entire force typically numbers as few as seven, never more than fifteen, at any given time, including Bayban himself. 
Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS fFireArc Move MovefFast Sneak 


















































+ + +1 a+ 188° 15cm = eecm cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius/Reload/Realign 
Beta Reaper -2 - -2 cc/35cm 50cm - - - 
Carbine =1 = = 35cm 70cm = = + 
Combat Pistol -1 - - cc/25cm 45cm - - - 
Energy Rifle = = = 40cm 100cm = = = 
Shotguh** a] ae “ 15cm 25cm 2cm + + 
SMG** = 2+ = 15cm 30cm 3cm = “ 
Assault Rifle 
) Semi-Auto =1 - = 60cm 120cm - = 7 
° Burst Fire** sib 2a = 60cm 120cm 2cm = = 
° Full Auto ** =i) 2+ az 60cm 120cm 3cm YES = 
LMG* * sl» a4 -1 40cm 120cm 3cm 7 7 
Heavy Paragun: 
° Burst Fire +1. 93+ = 40cm 80cm 3cm = = 
° Sweep Fire = 3H a 40cm 80cm 6cm YES 7 
Molotov Cocktail 2 = =1 20cm 35cm 4cm = 
Flame Thrower =) = -1 As Template As Template - = 
Bazooka* -3 - -2 20cm 40cm - YES 7 
RPG -2 = -2 60cm 120cm 4cm YES 
Laser Cannon* -3 - =o. 40cm 120cm 3cm - 7 








Bayban’s Pirates: Some examples 

e Arco the Arsonist: Arco is armed with enough Molotov Cocktails to last the battle. Arco’s M.O. during dirtside 
operations is to avoid stopping to fire but to move fast while continually exploiting cover in order to get close 
to the enemy and flame their defensive positions. 

e Lefty the Torch: Lefty's weapon of choice is the flamethrower but he retains his Beta Reaper sidearm for close 
combats. Room clearing is his specialty. He also likes to deny LOS to the enemy by placing conflagrations in 
their line of fire. 

e  Bayban’s Breacher: Breacher is a pirate marauder equipped with a heavy paragun and a suit of experimental 
powered armour, which grants him a save of 3+. During ship-to-ship pirate boarding actions, his role is to be 
the first one through the hatch when storming the enemy due to the high survivability granted by the powered 
armour he wears. On the field of battle he's Bayban’s point man laying down suppression fire with the heavy 
paragun while shrugging off enemy rounds; the attack spearhead of Bayban's marauders. 

e =“Old World" Jack: Jack loves the feel and muzzle-flash of his vintage assault rifle. 

e “Mangler” Kallahan: Mangler has amassed an impressive variety of sharp rusty implements which he wears 
strapped to his grimy outfit or concealed about his person. Mangler’s assaults are resolved at T-3, -2 Save. 

e — Fargo Condotti, alias ‘Kylla’, alias 'No-Face’: Fargo is no stranger to homicide but is something of a 
confrontation coward, preferring to sit in the rear with his long-range energy rifle taking pot-shots. His real 
strength is his technical mastery; he has a 3+ Talents rating. He may also use this to commit sabotage. 

e For more of Bayban’s pirates see also: Sherm, Kerril, and Rynian Zhor 





‘Equipment Carried: 
e _ Bayban’s pirates are commonly issued with a leather-like battlesuit; special lightweight armour incorporating a 
layered lattice of polymer mesh that redistributes incoming kinetic energy. This grants them the saving throw 
reflected above. 


Other Notes / Abilities: 
e —-*LOS only/Move or fire only 
e **Causes an additional T-2 at short range. 





Bounty Hunters 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MovefFast Sneak 














4+ 3+ +e et 188° iScm = eecm i8cm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine =i = = 35cm 70cm = = = 
Blaster Pistol = = = 25cm 50cm = = 
Blaster - = -2 35cm 70cm - - = 
LMG** Sie = ee. soa 40cm 120cm 3cm 7 7 
Flash-Bang Grenade* - 3H = 20cm 35cm Scm 7 yes 





** causes an additional T-2 at short range. 


Equipment Carried: 
e Bounty Hunters are a highly variable lot and may carry the combination of firearms and equipment depicted on 


the model in use. 

e Bounty Hunters carry enough Flash-Bang Grenades to last the battle. 

e _ *Flash-Bang Grenades: As they are not intended to do damage, Flash-Bang grenades subvert the normal 
damage calculation rules slightly. Roll to hit as normal to establish the landing spot of the grenade, then test 
effectiveness against each model within the blast radius. All models thus affected may take no actions during 
their next turn due to disorientation and confusion. (There is no need to test toughness and a saving throw is 
not allowed.) 


Other Notes / Abilities: 





e —_ Bounty Hunters may infiltrate meaning they deploy after all other forces have deployed and may be deployed 
anywhere extending into %4 of the table from the controlling player's table edge. 

e Subdue & Capture: Bounty Hunters know special techniques for capturing their quarry quickly. They may add 
+1 to all Assault to Capture and Fire for Shock rolls. 

e — Bounty Hunters may operate individually or in teams of up to four models. 





Tando 


Tando was a bounty hunter with a prolific number of kill-bounties. This is because he was primarily interested in 
minimising risk to himself. Accordingly, he rarely attempted to capture his quarry alive, preferring to settle instead for the 
money earned by hauling in a corpse. That Tando immensely enjoyed causing explosions and slaughtering people who 
fled in fear from him simply encouraged him to make up for the lost profits by undertaking even more expediently 
resolved blood-spattered hunts. 

Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MoveFast Sneak 


























+ 3+ +2 ct 188° 15cm ercm 18cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine =L = = Shem 70cm - = = 
Blaster Pistol = = = 250m 50cm = = = 
Blaster = = =2 38om 70cm - = = 
LMG* * =i it =i 40cm 120cm 3cm = = 
Flash-Bang Grenade* - 3+ = 20cm 35cm Sem = x 
Frag Grenade 21 = = 20cm 35cm 4cm a ¥ 
Plasma Grenade —2 7 =1 20cm 35cm 4cm = ¥ 
Strontium Grenade -3 = —2 20cm 35cm 4cm = ‘6 





** causes an additional T-2 at short range. 


Equipment Carried: 

e — Tando may carry the combination of firearms and equipment depicted on the model in use, though he typically 
favoured using a blaster. 

e — _Tando carries enough Frag and Flash-Bang grenades to last the battle. 

e —_Tando also carries one each of Plasma and Strontium grenades. 

e _ *Flash-Bang Grenades: As they are not intended to do damage, Flash-Bang grenades subvert the normal 
damage calculation rules slightly. Roll to hit as normal to establish the landing spot of the grenade, then test 
effectiveness against each model within the blast radius. All models thus affected may take no actions during 
their next turn due to disorientation and confusion. (There is no need to test toughness and a saving throw is 
not allowed.) 


Other Notes / Abilities: 
e Bounty Hunters may infiltrate meaning they deploy after all other forces have deployed and may be deployed 
anywhere extending into %4 of the table from the controlling player's table edge. 
e Subdue & Capture: Bounty Hunters know special techniques for capturing their quarry quickly. They may add 
+1 to all Assault to Capture and Fire for Shock rolls. 
e — Tando may operate alone or be fielded within a four-man Bounty Hunter team. 








Carnell 


Astute Psychostrategist 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 


3+ 5+ - U+ 16N° 1Sem = eecm Bcm et 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Battle Skills: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. Bound characters may not use the escape counter. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e —_ Devil's Luck: Use this skill if your character has just been killed and roll a D6. If the result is 4+, as the dust 
settles, your character stands up again, unharmed through some strange twist of fate. This skill may be used 
once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

Equipment Carried: 

e None. 

Other Notes / Abilities: 

e —_Deduced Event Warning: If Carnell or a model within 10cm of Carnell is fired upon, Carnell may utilize Deduced 
Event Warning. Carnell will take appropriate measures to survive the attack, quickly sharing the nature of these 
measures with any models allied to him within 10cm who hold a Talents rating. This may be done in cases 
involving both direct and indirect fire weapons, as Carnell is equally able to deduce the occurrence of the attack 
(perhaps he stepped behind a trooper at the last second before the explosion...). He and those he warns may 
take their saving throws on 2D6. Test against Talents for this particular ability to succeed. 

e Precautionary Measures: Carnell is always aware when an attempt to capture him or his client will soon be 
underway. He can pass this information on to talents-rated allied models within 10cm who will then be better 
prepared psychologically to resist capture themselves. If Precautionary Measures is successful, Fire for Shock 
and Assault to Capture actions directed against Carnell and any of his clients within 10cm will be settled with a - 
2 modifier. Test against Talents when a capture is underway for this particular ability to succeed. 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 








Civilians 

Civilian are utilised in the following manner: 

The Civilian NPCs are given their own “turn” in which their activities are played out. The random movement rules 
presented are quite fair, but in order to minimise any possibility of player bias still further, it is recommended that players 
alternate in managing civilian turns. 

It is recommended that large groups of civilians be organised into “pods”; small groups of people which move together in 
order to minimise time spent on the civilians phase. Pods can easily be viewed as representing groups of co-workers, 
family, or friends who wish to remain together during a crisis. 

Civilian Resistors are individuals who are frightened and angrily defend against the encroaching military forces. These 
individuals do not perceive either force as sympathetic and resent all armed parties, outraged over the upheaval war has 
imposed upon their lives. Threatened, they react with rage and violence. Resistors are comparatively less common. Most 
civilians just want to avoid being hurt as conflict erupts around them. 

Composition of Civilian Element: 

The proportion of elements within the body of civilians can be changed to better reflect a given scenario. In an initial 
invasion setting, one might see a ratio displaying a far larger proportion of bystander civilians to resistor civilians, perhaps 
as much as 10:1. However, if the scenario features the quelling of a riot or a colonial revolution at its height, one might 
expect the greater proportion of people on the streets to be violent resistor-types. 


Playing civilians: 

Prior to playing, and before deploying military forces onto the table, deploy civilians at random, taking turns with the 
other player. If simplicity is desired, organize the civilian models into small groups of between three to five models each in 
base-to-base contact. (Any charmers mixed in may apply their shooting mod benefit to the pod.) These are referred to as 
“civi-pods”, or simply “pods”. Unless playing a game involving large groups of resistors, it is recommended that the 
resistor models be left out of pods to operate individually. 

The Civilian Turn 

Players take turns managing the turn of the civilians, who effectively constitute an invisible third player for game purposes. 
Randomly decide which player manages the civilians first and alternate each turn. 

Civilian Movement Phase: 

Civilian Pod movement is contingent on several reactive factors. If these factors do not apply, move pods randomly as 
described under “Random Movement”, below. 

Resistors movement is a bit different and uses the rules set called (appropriately enough) “Resistors’ Movement”. 


Reactive movement: 
Armed Elements have entered LOS beyond 40cm: The first time this happens for each pod, the civilians will stop 
and stare. They are turned to face the forces in question and do not move this turn. The second time this 
happens, the pod will move 2D6cm in a random direction. 


Armed elements are within 40cm: Civilians will begin to move toward cover. Move the pod 2D6cm toward the 
nearest source of cover. If civilians are already in cover, they have decided their cover isn't good enough on 
D6,4+ and move to the next closest bit of cover tending away from soldiers in LOS, but not retreating off the 
table edge. 

If firing is taking place, add 1D6 to the movement roll. 


Armed Elements are within 20cm: Civilians move toward cover. Move the pod 3D6cm toward the nearest source 
of cover whereupon they will hide. If civilians are already in cover, they will hide, but on D6,4+ they decide their 
cover is too close and sneak to the next closest bit of cover tending away from soldiers in LOS, but not 
retreating off the table edge. 

If firing is taking place, civilians will stop moving and hide as soon as they reach any cover. They will stop hiding 
and move away from soldiers into the next available cover as soon as soldiers move away beyond 40cm. 


If none of these factors applies, roll scatter dice to determine a random direction and roll on the chart below, generating 
separate results for each pod: 

1D6cm 

15cm 

2D6cm 

10cm 

3D6cm 

18cm 


AU RWNE 


Resistors’ Movement: 

Resistors do not operate randomly, but according to a series of protocols which the players can enjoy taking turns acting 
upon to fulfil: 

Roll a dice the first time it is a Resistor’s turn and apply the following result, sticking with his plan until he shoots someone, 
then re-roll and apply the new result as his mind races through different schemes. 

1. Is a soldier in range? If not, move toward the nearest soldier to place yourself in range and within cover which 
offers a good shooting position. If soldiers are in range, open fire! 

2. Charge toward the soldiers defiantly firing! Death to the invaders! 

3. Got to get in close! Move from cover to cover at top speed to close with the enemy, then stay in cover and wait 
until they are within short range of your weapon in order to fire for maximum effect when you spring out and 
surprise ‘em! 

4. Keeping out of LOS of any soldiers, find a nice little loophole or nook giving a good view of an area soldiers are 
likely to move into- an alleyway would be perfect. Here, drop into overwatch and just wait... 

5. Move into the nearest building, put your back to a wall at right angles to the door, put your back to a wall and 
drop into overwatch. Take ‘em by surprise and blast ‘em at short range! 

6. The Resistor knows where the closest charmer is. He’s always had a thing for her and now that everything is 
going to hell she'll need his protection! The resistor will move to the nearest pod containing a charmer and 
make a pod with her (at gunpoint) then he will operate according to “5” above and his captive charmer will hide. 





Civilian shooting phase: 
After moving all civilians, the resistors present will then begin firing according to their given protocols. 





Capturing Civilians: 
Forces may capture civilians as described under Capturing Prisoners (see Capturing Prisoners), but with a few minor 


differences. 

Whole pods may be captured instead of single models when using Assault to Capture actions with the civilians perceiving 
the individual assaulted model as hostage to their cooperation (remember, pods represent friends or social groups). Fire 
for Shock actions work similarly with the exception that the soldier attempting to capture them by firing into the air to 
intimidate will set off a panic/flight response if he fails his Fire for Shock shooting roll. These models flee at 22cm per turn 
endeavouring to move out of LOS with the Soldier. After that, they will continue to move fast toward the nearest totally 
concealing hard cover and hide (remaining there until soldiers move at least 40cm away). This can be interrupted by other 
capture attempts. 


Civilian Bystander 


Actions Available: 
Move // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 


6 St -1 - - 15cm eecm 68cm - 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 





Civilian Resistor 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 








Gt St +1 3+ 188° iScm = =eecm 8cm - 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 eS: 35cm 70cm = = - 
Pistol - - - cc/15cm 25cm - - - 
Shotgun** bell ies 15cm 25cm 2cm - 7 





Equipment Carried: 
e Resistors have obtained old weapons from household storage or perhaps scavenged them from fallen soldiers. 


e _**cause an additional T-2 at short range. 
Other Notes / Abilities: 
° NPC: Moves according to Resistor Protocols. 





Civilian Charmer 


Actions Available: 
Move// Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak 


Gt Gt -2 - - 15cm eecm 18cm 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 
Other Notes / Abilities: 





e Charmer 
° It is recommended to include at least one civilian charmer to fulfil generated results under Resistors, above. 


Decimas 


Decimas are a violent humanoid species artificially engineered from lichen. They have a pronounced capacity for 
emotion but become savage in the extreme when agitated. 
Actions Available: 
Move // Move Fast // Fire // Move & Fire // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MovefFast Sneak 


6 Gt +] 3+ - ie2cm cNcm 6cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Spear* 2 = = 25cm 40cm = 7 - 





*place a marker at end point once thrown so the item may be retrieved and thrown again. 
In the event of a miss, place it just beside the target model. Stats are the same for 
both cc and thrown. In the case of NPC Decimas, simply ignore recovery of spears. 


Other Notes / Abilities: 
e —_ Decimas are available for use as player-controlled forces or as NPCs for subplots which can be spliced into 
scenarios. As NPC units, Decimas use the following rules for random activity: 





Wandering Decimas 
The area is infested with any number of hostile Decimas scattered randomly about the battlefield. These behave 


as follows... 
Each turn, roll a D6 for each Decima and apply the results given below, but maintain the following protocols: 

* — Decimas should not be moved off the table as a result of random movement, only along 
the table edge. 

*  Decimas do not attack one another, only those intruding upon their territory. (i.e. the 
players’ units) 

« If a player-controlled model comes within a Decima’s Move Fast allowance, there is no need 
to roll for random movement. Simply move the Decima to assault the hapless passing 
victim. 

«  Decimas, once an assault begins, will doggedly continue the assault if it stretches into 
further turns. 

«  Decimas always pursue models attempting to escape from an assault. 

* — Decimas having killed an opponent will descend upon their enemy's corpse to mutilate and 
deflesh the creature they triumphed over. Decimas not taking part in this kill will 
discontinue any approach toward the defeated victim and move randomly to scout for 
further enemies. Each turn, roll a dice for any rallying (AKA corpse-mutilating)... On a result 
of 3+, their attentions are attracted elsewhere and they will once again move randomly. 


D6 

1. The Decima will Move Fast toward the nearest cover. If it reaches it, it will stop and Hide. 

2. The Decima Sneaks (using its full sneak allowance) in a random direction. 

3. The Decima will Sneak toward the nearest cover. If it reaches it, it will stop and Hide. 

4. The Decima will Move Fast toward the closest player-controlled model. 

5. The Decima will Move toward the closest player-controlled model and Fire at this model if it is in 


attack range. If the movement brings it into base-to-base contact, it will then assault the model 
instead. 

6. The Decima will Move toward the closest player-controlled model and Fire at this model if it is in 
attack range. If the movement brings it into base-to-base contact, it will then assault the model 
instead. 


Dorian 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 























+ St +1 3+ 188° iScm eecm 8cm ct 
WEAPON T- EFF Sv-__ Short Range/Long Range/ Radius / Reload / Realign 
Clip Gun [as ammo:] 
1.Plasma Bullets sil 2)'= -1 30cm 60cm = = = 
2.Laser <3 = -2 15cm 30cm - = = 
3.Percussion Shell*-2  - 7 15cm 25cm 2cm - = 
4.Micro Grenade* ore = 20cm 100cm 3cm - yes 
5.Stun** el amen i! 15cm = 2cm = - 
6.Drug*** Soe = 20cm 40cm = = = 
*LOS only 


**xonly works on humans. Subject is unconscious for the rest of the battle. 

**x*only works on humans. Target model becomes doped and immobile and may no longer fight 
but may be moved by the player who drugged him (at basic Move speed) if one of his models 
is within 10cm. Good for capturing POWs. Effects last the rest of the battle but Talents 
holders may test at the beginning of each of their following turns to shrug off the 
effects, succeeding on a 5+. 

Battle Skills: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. Bound characters may not use the escape counter. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e —_ Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e _ Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 

e Piloting Action: In a situation where launching or controlling a space ship or flyer is required as per the 
requirements of a scenario, take no other actions for one turn and use this skill to succeed. 

Equipment Carried: 

e Clip Gun: This special weapon was developed by Dorian. The controlling player should designate his ammo type 
before the game begins. (If this is happens to be forgotten, the default type is plasma bullets.) It takes one 
action to switch between ammo types, though this may be done on the move. 


Other Notes / Abilities: 

e Sabotage: Test against Talents to succeed at an act of sabotage as stipulated by the requirements of a scenario. 

e Ruthless Survivor: For this character, it has become clear that the ends most assuredly do justify the means, and 
this character is willing to make any necessary sacrifices in order to survive- All the better yet if someone else 
can make that sacrifice for them... If any combat or circumstance results in this character being killed, they may 
elect to have another model within 10cm take the fatal blow in their stead, whether through suddenly side- 
stepping during a hand-to-hand attack, ducking behind them at the last second during an explosion, or just 
physically using them as a shield by shoving them towards a gunman. Switch places with that model to survive, 
sacrificing their life for yours. 

e Counter-Overwatch: This is a pre-emptive skill usable on the move which overrides the first-fire advantage of an 
enemy in overwatch, allowing the character to take a shot at enemy in overwatch who are presighted on an area 
they wish to move through. Unlike using overwatch, a character having used Counter-Overwatch is still allowed 
to Fire during the following turn. This skill is usable once per game. 

e Anticipated Threat: If this character enters a situation where they are fired on by models waiting in overwatch, 
the character may temporarily add +2 to their save for purposes of resolving any incoming shots from models 
in overwatch this turn. This skill is usable at any point in the player's turn. The character may use this skill once 
per game. 

e Technical Mastery: In a situation where technical or computer skills are required challenges for a scenario, take 
no other actions for one turn and test against Talents skill to determine success. This could (for example) be 
used for purposes of sabotage, construction, reprogramming, or repair. Multi-level operations might require 
more than one test to succeed, such as in a case where Dorian might spend one turn repairing a disabled 
Federation robot and on his following turn reprogram it to follow his commands (ie. switch sides to be used by 
the player controlling the Dorian model). It is recommended that players agree beforehand about the number 
of successes a given operation might entail, such as in a scenario where Dorian must build a device in order to 
achieve a prearranged scenario objective. 

e —_ Dorian counts as -4 Talents for purposes of interacting with Orac. 





Generic Characters, Rogues, and Adventurers 


(Weapon stats follow profile assortment) 


Human Base Profile 


Actions Available: 
Move // Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 














Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 
6 St - U+ 168 iScm eecm Bcm - 

WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine le Sc 35cm 70cm - - - 
Assault Rifle 
° Semi-Auto -1 aay 60cm 120cm = mS = 
e Burst Fire** ee ee 60cm 120cm 2cm - - 
° Full Auto** a Sa 60cm 120cm 3cm YES = 
Battle Skills: 

e [none] 


Equipment Carried: 


Other Notes / Abilities: 





Minor Character 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 





5+ t+ +] 3+ 188° 15cm eecm 68cm + 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine -1 = oe 35cm 70cm = = = 
Battle Skills 


e —Ageneric Minor Character may possess Battle Skills or Talents. A Battle Skill or Talent may be randomly 
generated or perhaps selected according to appropriateness instead. Naturally, players should agree on this 
beforehand. 

Equipment Carried: 

e Generic Minor Characters carry equipment either stipulated according to the scenario or reflected by the 

equipment depicted on the model in use. 
Other Notes / Abilities: 

e — Generic Minor Characters may carry their weapon of choice, thus, they could potentially be armed with one or 
any combination of the weapons delineated in the Full Weapon Rules, as reflected by the weapons depicted on 
the model in use. 


Major Character 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 
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Battle Skills: 


e Ageneric Major Character may possess Battle Skills or Talents. D3 Battle Skills or Talents may be randomly 
generated or perhaps selected according to appropriateness instead. Naturally, players should agree on this 
beforehand. 

Equipment Carried: 

e — Generic Major Characters carry equipment either stipulated according to the scenario or reflected by the 

equipment depicted on the model in use. 
Other Notes / Abilities: 

e At the discretion of the players, Generic Major Characters have a possibility of having positive influence on any 
soldiers under their command within 10cm. 

e — Generic Major Characters may carry their weapon of choice, thus, they could potentially be armed with one or 
any combination of the weapons delineated in the Full Weapon Rules, as reflected by the weapons depicted on 
the model in use. 





Generic Spacer 


Average starship crewman / adventurer/ trader / “space jockey”, etc. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 





6 St - U+ 188° 15cm eecm Scm - 
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Battle Skills 
e none 


Equipment Carried: 
e Generic Spacers carry equipment either stipulated according to the scenario or reflected by the equipment 
depicted on the model in use. 


Charmer 

Actions Available: 

Move// Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move MoveFast Sneak 


Gt Gt -2 Gt 188° 15cm eecm 18cm 
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Equipment Carried: 
e° Variable 





Medical Doctor 
Actions Available: 


Move // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MovefFast Sneak Talents 


6 St - - 16N° 1iSem = eecm 8cm U+ 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 
Battle Skills: 
e [none] 


Equipment Carried: 
e  Medi-Kit: Doctors carry their own medi-kit full of special instruments. So long as he has these instruments, a 


Doctor may treat patients (see below). 
Other Notes / Abilities: 
e If coming across a “killed” (i.e. model on its side) trooper or character, a doctor may attempt to treat them (after 
moving into base-to-base contact). This costs 1 action. Only one attempt is allowed per patient per game. 
Roll a D6: 
1: The person is dead 
2-3: The person is wounded and may survive. A field dressing is applied, but the model cannot be 
treated further under battle conditions. 
4-6: the person was battered and winded, but thanks to the treatment and a shot of painkiller they're 
back on their feet and ready for action. The person may once again move and fight normally. 
e If at least one Medical Assistant is in base to base contact with the Doctor and patient during treatment, the 
Doctor may add +1 to their treatment roll. 





Medical Assistant 

Actions Available: 

Move // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move MovefFast Sneak Talents 


6 St - - 16N° 1iSem = eecm Gcm St 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Field Nurse 


Ubiquitous to all human armies 

Actions Available: 

Move// Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS fFireArc Move MovefFast Sneak 


Gt Gt -2 - 16N° 1iSem = eecm Bcm 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Equipment Carried: 
e = Medi-Kit: If coming across a “killed” model (ie. model on its side), this character may attempt to treat them 


using the Medi-Kit after moving into base-to-base contact. Using the kit on a casualty costs 1 action. 

Roll a D6: 
1-2: The person is dead 
3-4: The person is wounded and may survive. A field dressing is applied, but the model cannot be 
treated further under battle conditions. 
5-6: the person was battered and winded, but thanks to the treatment and a shot of painkiller they're 
back on their feet and ready for action. The person may once again move and fight normally. 

Other Notes / Abilities: 
e Some nurse models may be designated Charmers as appropriate. 





Generic Scientist 


Actions Available: 
Move // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 


6 6 - - 168° 1iSem = eecm Bcm U+ 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Equipment Carried: 
e Computer and Robotics Repair Kit. In the absence of this kit the scientist's Talents rolls suffer a -3 modifier. 
Other Notes / Abilities: 

e Technical aptitude: In a situation where technical or computer skills are required as per the requirements of a 
scenario, take no other actions for one turn and test against Talents skill to determine success. This could (for 
example) be used for purposes of sabotage, construction, reprogramming, or repair. Multi-level operations 
might require more than one test to succeed, such as in a case where a scientist might spend one turn repairing 
a damaged communications terminal and on his following turn use it to transmit a signal. 

e Scientists can be featured in a number of scenarios. For instance, a scientist must build a complex device in 
order to achieve a prearranged Federation scenario objective. It is recommended that players agree beforehand 
about the number of successes a given operation might entail. 

e Some scenarios might assume that a given Scientist character is a remarkable inventor or otherwise well above 
average, constituting a Scientific Genius. This type of character has a Talents rating of 2+. 








Links 


Links are allegedly an artificially produced human subspecies brought about by so-called “evolutionary manipulation”. 
The science is highly dubious and much of what is known about them was related by Servalan, who is generally more 
forthcoming with remarks calculated to demoralize as opposed to a desire to impart factual data. Whatever their actual 
origins, Links are savage and unreasoning highly aggressive violent meat-eaters that do not hesitate to attack and prey 
upon humans. 

Actions Available: 
Move // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MoveFast Sneak 


S+ U+ +e - - 18cm cocm 15cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 


Other Notes / Abilities: 
e Links are available for use as NPCs for subplots which can be spliced into scenarios set on the planet Terminal 
(or perhaps someone has transplanted a population of links onto another world for some nefarious purpose or 
an ill-advised experiment...?) 





Wandering Links 
The area is infested with any number of dangerous flesh-hungry Links scattered randomly about the battlefield. 


These behave as follows... 
Each turn, roll a D6 for each Link and apply the results given below, but maintain the following protocols: 

« Links should not be moved off the table as a result of random movement, only along the 
table edge. 

« Links do not attack one another, only those intruding upon their territory. (i.e. the players’ 
units) 

« If a player-controlled model comes within the Link's Move Fast allowance, there is no need 
to roll for random movement. Simply move the Link to assault the hapless passing victim. 

= Links, once an assault begins, will doggedly continue the assault if it stretches into further 
turns. 

= Links pursue models attempting to escape from an assault on 3+. 

= If a Link is fired upon, it will Move Fast toward the attacking model in its next turn in order 
to attack it, but only if the model is within Move Fast range. If it is not in Move Fast range, it 
will Move Fast toward the closest cover and Hide should it reach that cover. 

# Links having killed an opponent will descend upon the corpse to feed. Links not taking part 
in the kill will discontinue any approach and move randomly (as they will not be allowed to 
feed). Each turn, roll a dice for any feeding links. On a result of 3+, their attentions are 
attracted elsewhere and they will once again move randomly. 


D6 

1. The Link will Move Fast toward the nearest cover. If it reaches it, it will stop and Hide. 
2. The Link Sneaks (using its full sneak allowance) in a random direction. 

3. The Link will Sneak toward the nearest cover. If it reaches it, it will stop and Hide. 

4. The Link will Sneak toward the closest player-controlled model. 

5. The Link will Move Fast toward the closest player-controlled model. 

6. The Link will Move Fast toward the closest player-controlled model. 


Moloch 1 


Moloch, knowing he could easily be remade using the Sardos replication computers which brought him into being, 
used the ruse of boarding the liberator and then dying seemingly by mistake in order to analyze the workings of the 
teleport device aboard the Liberator spacecraft which he coveted. At the moment of death, he psychically related the data 
to his computers which then instantly printed a second Moloch. This Moloch possessed the necessary knowledge of the 
teleport along with not only the memories of Moloch | but also the information sifted from Del Tarrant’s brain scan 
relating to his extensive knowledge and experience as a space captain along with a number of further biological 
improvements to incorporate into himself which he had long been working on, mainly resulting in a number of amplified 
psychic powers. Knowing that Moloch II would be poised to thus strike powerfully out into the universe, Moloch | had no 
qualms about sacrificing himself. Upon his creation, the second Moloch simply waited until Avon departed and Servalan 
left Sardos with a number of duplicators believing herself triumphant over all involved parties. Moloch II then printed a 
number of copies of Servalan’s flagship from the computer analysis scan which he altered to incorporate the Liberator's 
teleport facilities as well as an advanced computer piloting system and a detector refraction barrier like the one used to 
make planet Sardos invisible. Moloch then redesigned his life support system into a mobile, tracked unit incorporating its 
own teleport capability, meaning he could teleport himself along with his life-support chair without the need of any 
external systems. The teleport system aboard the three flagships he copied was in fact intended for his troops, the penal 
legion on Sardos, whom he knew would still be loyal to him, particularly when he was poised to offer them not only 
refuge from the persecution of the inevitable Federation elements which Servalan would most certainly soon send to 
Sardos to capture the replicators, but also that he would then be able to lead their powerful space flotilla to occupy and 
subjugate planets’ colonies more appealing than the threadbare settlement on Sardos. These renegades remain at liberty 
someplace in the galaxy. 

Actions Available: 
Move // Fire // Move & Fire // Teleport // Psychic Ability // Move G Psychic Ability // Assault 
Save Toughness Assault GS fFireArc Move Move Fast Sneak Talents 


3+ U+ +] et 16N° 15cm - - + 
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Battle Skills: 

e —_ Telepathic Action: In a situation where telepathic communication is required as per the requirements of a 

scenario, test against Talents skill to succeed. This costs no actions and as such may be done on the move. 
Equipment Carried: 

e Moloch II uses a mobile self-contained life support unit on caterpillar tracks which incorporates a number of 
features including: 

o Teleport Device: during the MOVE phase, Moloch II may attempt to teleport . Due to the massive 
power drain, Moloch is only able to teleport upon passing a test roll of 5+. Teleportation can of 
course transport him anywhere on the tabletop. 

o _Moloch’s mobility unit incorporates an electric shock discharger for close defence. This is reflected by 
his Assault score. Additionally, whether he wins an assault or not, his opponent always suffers a T-1 
hit if they have come into physical contact with his mobility unit (e.g. hand-to-hand as opposed to a 
CC firing action). 

o _Moloch’s mobility unit incorporates a sophisticated energy weapon. Targeting is acquired by 
computer assist. This is reflected in the stats above. 

o  Moloch’s mobility unit incorporates a mini force wall generator which he deploys in combat situations. 
This is reflected in his saving throw. 

Other Notes / Abilities: 

e —_Moloch’s troopers are ex-Federation renegade penal troops. Though they are armed and uniformed identically 
to regular Federation troops, they are loyal only to Moloch, whom they view as not only their rescuer from 
incarceration but also as a comrade who values their particular interests and talents and who encourages them 
to indulge these at every conceivable opportunity. Moloch views their methods as those of “real men”; “men 
who are deserving of their right to survive and know the value of exercising ruthlessness in order for them to 
secure the objects of their desire”, views coming naturally to a soulless animal-like biological construct. 
Moloch's forces do not follow conventional Federation battle order. They may not include Mutoids or officers 
higher ranking than Section Leader. They do not suffer from problems of supply thanks to their replication 
machines. Thus, each trooper is equipped with enough frag and plasma grenades to last the battle. Moloch’s 
army may include robots, if desired. Furthermore, Moloch’s forces are always accompanied by at least a small 
contingent of non-combatant female slave attendants. 

e Moloch II possesses a number of psychic abilities; he is allowed to use one of his psychic abilities per turn. 
Moloch may only use one of his abilities upon successfully passing a talents test first. 

o Confusion Broadcast: Moloch my generate a disorienting miasma of psychic noise with his mind. This 
has the effect of paralysing both allied and opponent models within 10cm regardless of LOS. These 
models lose their next turn. He may succeed in disrupting models by testing for each against his 
Talents skill. It costs on action for Moloch to use this ability. 

o  Telekinesis: Moloch may use this ability for a number of things. Here are some examples: 

= He may use it to arm a grenade in the possession of an enemy model in LOS. The grenade 
explodes immediately. Models with a Talents rating may test against this to see if they have 
realised what has happened quickly enough to throw the grenade away. Due to panic, the 





grenade is tossed 4D6 cm in a random direction. (Models wishing to protect themselves 
against this by discarding their grenades may do so during their turn, this costs one action.) 

"He can use it to extinguish any burning vehicle, person, or a flame radius along with any 
other radii in contact with it, within LOS. 

= He may use it to sabotage a vehicle within LOS. Psychically scanning the inner workings of 
the vehicle takes concentration and thus he may take no other actions during a turn in 
which he attempts this. On a roll of 4+ he is successful; roll once on the vehicle's damage 
chart. 

= He may levitate and move an object of up to the size of a large human 15cm per turn. 
Objects cannot be restrained or held down without a successful Talents roll from a 
character capable of feat of strength being in base-to-base contact with the object. He may 
for instance use this to steal one enemy explosive or mine from any model carrying one 
that is within LOS, or push an approaching threatening model 15cm farther away. 

« — Pyrokinesis: Moloch II may cause a single flame radius to appear on the tabletop anywhere 
within LOS. This requires such concentration however that he may take no other actions 
during a turn in which he uses Pyrokinesis. 


o Direct Psychic Attack: This costs one action. Moloch can reach out with his mind to assail that of any 
one opponent anywhere on the table. The target is wracked with disorienting hallucinations as their 
personal phobias are triggered and manifest as inescapable persecuting phantoms. Roll a D6 and 
consult the following table to determine the result (The Auronar are particularly susceptible to this 
attack. Thus, their result rolls are modified by +1). Anyone with a Talents stat may challenge Moloch’s 
stat on the resistance table; if the target wins the struggle, there is no effect and Moloch may not 
challenge that target again. If it is determined that a target is effected, roll a D6: 

= 1-2: No real damage is done, but this model is unable to take any action during their next 
turn as they struggle to resist. 
= 3-4: The person is overcome and collapses into a foetal ball. The model is considered a 
casualty and may no longer take part in the battle, but will recover. 
= 5-6: The person is driven mad, convinced that their worst fears have finally come to claim 
their life. On each of it’s following turns, the model will fire upon the closest model in LOS 
imagining both friends and enemies alike to be a wrathful, horrific manifestation of their 
doom. If there are no potential targets in LOS, the model should be moved with the 
intention to bring a target into LOS in the most direct possible route. If the character 
survives the battle, they will recover afterward. 
(Example: Moloch II wishes to psychically attack Avon. We take Avon’s Talents stat of 2 
and place it in the defender position on the Resistance Table. Then we place Moloch’s 
Talents stat of 4 in the attacker position. We now cross reference them and find that 
Avon will successfully defend himself against Moloch’s psychic attack on a roll of 2+. 
Moloch might have an easier time psychically attacking someone like Dayna, but as it 
stands, Avon will still be unable to move or act in his following turn, as he was busy 
concentrating to resist the mind of Moloch...) 


Rogue Section Leader 


A Rogue Section leader serves as Moloch’s right hand man. Some scenarios may dictate that one of Moloch’s troopers 
shall carry an item of specialised equipment or lead a taskforce. The Section Leader is the obvious candidate. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS FireArc Move MoveFast Sneak 
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Notes: 


e Company Grade Officers carry a Defence Pistol and their choice of Carbine or Combat Pistol. 

e For the purposes of the following rules, Company Grade Officers have a Zone of /nfluence affecting Federation 
Troopers (but not other officers, robots, or Mutoids) within 6cm. 

e “Watch your cover!” Troopers falling under this Company Grade Officer's Zone of Influence may add +1 to their 
Save rolls for the entirety of the game so long as they are within the zone. 

e Defiant Resolve: Declarable once per battle per Company Grade Officer during the Federation player's turn, a 
Company Grade Officer may add +1 Assault and +1 T to themselves and any troopers falling under their Zone 
of Influence for the current turn only. 

e Spearhead: Declarable at the beginning of the Federation player's turn, this Company Grade officer and any 
troopers falling under the officer's Zone of Influence may double their Move allowance and add +1 to their Save 
rolls until the end of their opponent's next turn. Spearhead is only declarable once per battle regardless of the 
number of Company Grade Officers present. It is permitted to use this officer advantage with Move & Fire but 
not Move Fast. 


Rogue Federation Iroopers 


Typically, each Rogue Trooper squad consists of ten ex-penal troopers. Thanks to the Sardos duplication machines, they 
do not suffer from the problems of supply that limit the equipment issued to Federation regulars. They have abundant 
firearms, grenades, munitions, and medical supplies, but lack more elaborate equipment due to the (temporary) absence 
of any examples to duplicate. 

These troopers are finite in number and rather an undisciplined lot. They no longer conform to regulation squad 
composition as it was once rigidly dictated to them by Space Command. As such their squads are of no standard number 
of troops and can contain surprisingly unorthodox mixtures of weapons and equipment. 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak 
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Notes: 


e Rogue Troopers are equipped with all of the above weapons for armament 

e Rogue Troopers carry enough frag and plasma grenades to last the battle. 

e Rogue Troopers are quite tough and well used to brawling. This is reflected in their stats above. 

e Medi-Kit: Each rogue trooper carries his own medi-kit. Owing to their exclusive reliance upon one 
another for support, troopers may try to assist one another medically in battle. If coming across a 
“killed” (ie. model on its side) rogue trooper or character (including Moloch), any rogue trooper 
may attempt to treat them (after moving into base-to-base contact). This costs 1 action. Roll a D6: 

1-2: The person is dead 

3-4: The person is wounded and may survive. A field dressing is applied, but the model 
cannot be treated further under battle conditions. 

5-6: the person was battered and winded, but thanks to the treatment and a shot of 
painkiller they're back on their feet and ready for action. The person may once again move 
and fight normally. 

e Some scenarios involving Rogue Troopers may feature the following factor, which should be 
agreed upon before battle commences: Each Rogue Trooper carries a single proximity mine, which 
they may place into position and arm in order to strategically defend their position and thus 
protect Moloch and themselves. 


, . 
Muller's Android 
Murderous Robotic NPC. 
Muller's Android is provided here for use with the Headhunter solo-play adventure in the Scenarios section. It is not really 
intended as a playable character and thus the profile does not reflect the full potential of the android... Still, for those who 
wish to include it in their force, the basic profile is presented here. 
Actions Available: 
Move // Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 
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Mutants 


Mutant human subspecies of are present on a number of worlds that were decimated during the Galactic Atomic War 
which occurred hundreds of years prior to the current era. In that time, many of these mutant populations have stabilised 
into distinct species in their own right; generally aberrant strains of grotesque humanoids, many of which have devolved 
to the degree that violent cannibalistic behaviours have arisen as their primary method of sustenance. 

Just as not al/ mutants are cannibals, so too are there certain types who are still able to call upon enough of their human 
faculties that they have the ability to employ technological weaponry. Some may even be human enough mentally that 
they might potentially ally themselves temporarily with certain idealistic space explorers in order to secure a common 
goal... 

Most mutants, however, simply lead existences which might be likened to those of Earth's opportunistically carnivorous 
predators, lurking stealthily in the ruined cities, waiting to snatch away any stragglers that might wander too far from any 
parties of genetically sound humans moving through their territory... 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak 


3+ 3+ +2 U+ 188° 18cm e6cm 15cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 





Equipment Carried: 

e Some mutants are intelligent and carry weapons. (See Full Weapon Rules) However, these mutants should not 
be the type utilised as NPCs in the manner delineated below, and should only be employed as player-controlled 
units. 

Other Notes / Abilities: 

e Mutants may be employed in a number of ways. They can, of course, be utilised as player-controlled 
combatants and employed as an element within one’s army. Here we also make them available for use as NPCs 
in a subplot which can be tacked in to a multitude of scenarios: 





Wandering Mutants 
The area is infested with any number of dangerous flesh-hungry mutants scattered randomly about the 
battlefield. These behave as follows... 
Each turn, roll a D6 for each mutant and apply the results given below, but maintain the following protocols: 

7 Mutants should not be moved off the table as a result of random movement, only along the 
table edge. 

* Mutants do not attack one another, only those intruding upon their territory. (ie. the 
players’ units) 

* — Ifa player-controlled model comes within the mutant’s Move Fast allowance, there is no 
need to roll for random movement. Simply move the mutant to assault the hapless passing 
victim. 

« Mutants, once an assault begins, will doggedly continue the assault if it stretches into 
further turns. 

« Mutants pursue models attempting to escape from an assault on 3+. 

* If a mutant is fired upon, it will Move Fast toward the attacking model in its next turn in 
order to attack it, but only if the model is within Move Fast range. If it is not in Move Fast 
range, it will Move Fast toward the closest cover and Hide should it reach that cover. 

* Mutants do not stop their stalking & killing to stop & feed. (They scavenge corpses after 
the battle!) 


D6 

1. The Mutant will Move Fast toward the nearest cover. If it reaches it, it will stop and Hide. 
2. The Mutant Sneaks (using its full sneak allowance) in a random direction. 

3. The Mutant will Sneak toward the nearest cover. If it reaches it, it will stop and Hide. 

4. The Mutant will Sneak toward the closest player-controlled model. 

5. The Mutant will Move Fast toward the closest player-controlled model. 

6. The Mutant will Hide where it is. 


President Sarkoff 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MovefFast Sneak Talents 
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Tuce 


Actions Available: 
Move// Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MovefFast Sneak 
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Other Notes / Abilities: 
e Charmer 





Dalek 


Actions Available: 
Move// Fire // Move Fast // Move & Fire //Assault 
Save Toughness Assault GS FireArc Move Move Fast Sneak Talents 
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Battle Skills 


Equipment Carried: 


Other Notes / Abilities: 





e All Daleks have the following Talents: Piloting Action, Sabotage, Feat of Strength, for resolving challenges as per 


the requirements of a scenario, take no other actions for one turn and test against Talents to succeed. 
e Engineer Daleks have scientific aptitude and may construct devices (see Devices) 


e Engineer Daleks may attempt to repair disabled Daleks. They may attempt this by moving into base-to-base 
contact with a “destroyed” Dalek and expending two actions. When this is done, roll a D6. On a result of 5 or 6, 


the Damaged Dalek has been repaired and may rejoin the battle. 
e This unit does not count as Computerized. 


° Daleks may cross linear obstacles (such as fences, low walls, hedges, etc.) by hovering over them, which costs 
two actions. A Dalek may use this method to cross streams and other wider obstructions by travelling at a rate 


of 10cm per turn, for two actions. 


Scaus 


Human mid-tech scavengers 

Actions Available: 

Move // Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move MoveFast Sneak 
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Battle Skills: 

e — Dangerous Environment Survival Skills: Scavs have lived their entire lives struggling to stay alive. This is reflected 

in the Save stat above. 
Equipment Carried: 

° [**] cause an additional -2 T at short range. 

e — Scavs display perhaps the widest imaginable variety of potential equipment. They are best considered armed 
with the weapons and equipment represented on the models in use. 

Other Notes / Abilities: 

e — Scavs reduce all rubble-related movement penalties by -1D6cm. 

e — Scavs may be employed as playable fighting units or as NPCs. As playable units, they comprise a Scav Survival 
Collective; a group of no fixed size which often allies itself with resistance forces. When utilised as NPCs, there is 
great flexibility when using Scavs; they can all be organized and moved as to individuals, Scav pods, or all Scavs 
present might be treated as hostile Resistors. Alternatively, there might be a mix of varying proportions. 





Scavs operate similar to civilians. There are a few minor differences however, so the rules for random movement are re- 
presented here and adjusted accordingly. 


Scavs as NPCs 

Prior to playing, and before deploying military forces onto the table, deploy Scavs at random, taking turns with the other 
player. If simplicity is desired, organize the Scav models into small groups of between three to five models each in base- 
to-base contact. (Any charmers mixed in may apply their shooting mod benefit to the pod.) These are referred to as “Scav- 
pods”, or simply “pods”. Unless playing a game involving large groups of resistors, it is recommended that the resistor 
models be left out of pods to operate individually. 


The Scav Turn 

Players take turns managing the turn of the Scavs, who effectively constitute an invisible third player for game purposes. 
Randomly decide which player manages the Scavs first and alternate each turn. 

(Alternatively, if further warm bodies are available, players might consider handing the Scav turn over to a third party. As 
Mutants are often present in environments occupied by Scavs, a fourth might be recruited to portray these as well.) 


Scav Movement Phase: 

Scav Pod movement is contingent on several reactive factors. If these factors do not apply, move pods randomly as 
described under “Random Movement”, below. 

Resistors movement is a bit different and uses the rules set called (predictably enough) “Resistors’ Movement”. 





Reactive movement: 
Armed Elements have entered LOS beyond 40cm: The first time this happens for each pod, the Scavs will move 
fast in the direction of the nearest cover. 


Armed elements are within 40cm: Scavs will begin to move toward cover more distant from armed elements. 
Move the pod 15cm toward the next nearest source of cover tending away from the closest soldiers and 
attempting to keep out of LOS whilst not retreating off the table edge. 

If firing is taking place, Scavs move at move fast speed. 


Armed Elements are within 20cm: Scavs sneak toward cover. Move the pod toward the nearest source of cover 
whereupon they will hide. If Scavs are already in cover, they will hide, but on D6,4+ they decide their cover is 


too close and sneak to the next closest bit of cover tending away from soldiers in LOS, but not retreating off the 
table edge. They will end their turn in cover if possible, sacrificing up to half their movement to do so. 

If firing is taking place, Scavs will stop moving and hide as soon as they reach any cover. They will stop hiding 
and move away from soldiers into the next available cover as soon as soldiers move away beyond 40cm. 


Movement Rate 

If none of these factors applies, roll scatter dice to determine a random direction and roll on the chart below, generating 
separate results for each pod: 

1D6cm 

15cm 

2D6cm 

10cm 

3D6cm 

18cm 


Au RWNE 


Resistors’ Movement: 

Resistor Scavs are interested in fighting back. They do not operate randomly, but according to a series of protocols which 
the players can enjoy taking turns acting upon to fulfil: 

Roll a dice the first time it is a Resistor’s turn and apply the following result, sticking with his plan until he shoots someone, 
then re-roll and apply the new result as his mind races through different schemes. (If players forget between turns what a 
particular resistor was up to, no need to worry- simply re-roll. Maybe he changed his mind...) 

1. Is a soldier in range? If not, move toward the nearest soldier to place yourself in range and within cover which 
offers a good shooting position. If soldiers are in range, open fire! 

2. Charge toward the soldiers defiantly firing! Death to the invaders! 

3. Got to get in close! Move from cover to cover at top speed to close with the enemy, then stay in cover and wait 
until they are within short range of your weapon in order to fire for maximum effect when you spring out and 
surprise ‘em! 

4. Keeping out of LOS of any soldiers, find a nice little loophole or nook giving a good view of an area soldiers are 
likely to move into- an alleyway would be perfect. Here, drop into overwatch and just wait... 

5. Move into the nearest building, put your back to a wall at right angles to the door, put your back to a wall and 
drop into overwatch. Take ‘em by surprise and blast ‘em at short range! (If there are no buildings present on the 
table, default to “3” above.) 

6. The Resistor knows where the closest charmer is. She’s going to require his protection in this violent lawless 
situation... The resistor will move to the nearest pod containing a charmer and make a pod with her (at 
gunpoint) then he will operate according to "5" above while his captive charmer Aides beside him. 





Scav shooting phase: 
After moving all Scavs, the resistors present will then begin firing according to their given protocols. 





Capturing Scavs: 
Forces may capture Scavs as described under Capturing Prisoners (see Capturing Prisoners), but with a few minor 


differences. 

Whole pods may be captured instead of single models when using Assault to Capture actions with the Scavs perceiving 
the individual assaulted model as hostage to their cooperation (remember, pods represent friends or social groups). Fire 
for Shock actions work similarly with the exception that the soldier attempting to capture them by firing into the air to 
intimidate will set off a panic/flight response if he fails his Fire for Shock shooting roll. These models flee at 22cm per turn 
endeavouring to move out of LOS with the Soldier. After that, they will continue to move fast toward the nearest totally 
concealing hard cover and hide (remaining there until soldiers move at least 40cm away). This can be interrupted by other 
capture attempts. 


‘Ard Scav 


Playable Scav Characters 


A particularly brutal scavenger heavily armed and well equipped. The other Scavs either fear him or rely on his protection. 


More probably both. 
Actions Available: 


Move // Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 






































Save Toughness Assault GS Fire Arc Move MovefFast Sneak 

3+ + +2 3+ 188° iScm = eeem 18cm 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine =1 = = 35cm 70cm - = = 
Blaster Pistol = =— = 25cm 50cm = = = 
Blaster = = =2 35cm 70cm < = = 
Energy Rifle = == 40cm 100cm = = = 
Pistol - - - ec/15cm 25cm = = = 
Shotgqun** a ae 15cm 25cm 2cm Hs = 
SMG** - 2h 15cm 30cm 3cem = = 
Assault Rifle 
e Semi-Auto =1 = = 60cm 120cm = = = 
° Burst Fire** =] 2 = 60cm 120cm 2cm = - 
° Full Auto** = -24- = 60cm 120cm 3cm YES = 
LMG* * ai ps ei 40cm 120cm 3cm = 7 
Frag Grenade =] = 20cm 35cm 4cm = 
Battle Skills: 


e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. Bound characters may not use the escape counter. This skill may be used once per game. 

e Deadeye: Use this skill to re-roll a failed shooting to-hit roll. This skill may be used once per game. 

e Dangerous Environment Survival Skills: Scavs have lived their entire lives struggling to stay alive. This is reflected 
in the Save stat above. 


Equipment Carried: 


e —_[**] cause an additional T-2 at short range. 
e — Scavs display perhaps the widest imaginable variety of potential equipment. They are best considered armed 


with the weapons and equipment represented on the models in use. 


e ‘Ard Scavs often trade to acquire more devastating kit. Many are armed with frag grenades and carry enough for 


a whole war. 


e ‘Ard Scavs are occasionally found armed with some demented melee weapon such as a chainsaw. If this is the 
case, add +1 to the Assault stat above. 


Other Notes / Abilities: 





e ‘Ard Scavs may be employed as playable fighting units or as NPCs, in which case they make perfect resistors. 
e — Scavs reduce all rubble-related movement penalties by -1D6cm. 





Scavy Girl-Adventurer 


Likely to ally herself with any sympathetic off-worlders in need of a local guide... 
Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak 























3+ St - + 188° 15cm eecm 18cm 

WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Carbine =i = = 35cm 70cm = = - 
Blaster Pistol = =o = 25cm 50cm - iz i 
Blaster - - 7-2 35cm 70cm - = = 
Energy Rifle = = = 40cm 100cm = = = 
Pistol - - - cc/15cm 25cm - - - 
Shotgun** =] = + 15cm 25cm 2cm = = 
SMG** = 2+ = 15cm 30cm 3cm = = 
Battle Skills: 


e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. Bound characters may not use the escape counter. This skill may be used once per game. 

Equipment Carried: 

e — [**] cause an additional T-2 at short range. 

e — Scavs display perhaps the widest imaginable variety of potential equipment. They are best considered armed 
with the weapons and equipment represented on the models in use. 

Other Notes / Abilities: 

e Some may be designated Charmers, as appropriate for the model. 

e Typically found mixed into pods whilst in use as an NPC. 

e —_ Scavs reduce all rubble-related movement penalties by -1D6cm. 








Space Rats 
Space Rat 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS fFireArc Move MovefFast Sneak Talents 




















+ + +2 3+ 188° 15cm eecm Gcm G+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Assault Rifle 
° Semi-Auto -1 =~ oS 60cm 120cm 7 7 
° Burst Fire** a1 2 60cm 120cm 2cm 7 im 
° Full Auto** = 24 = 60cm 120cm 3cm YES = 
Blaster Pistol = ose 25cm 50cm = = = 
Blaster 7 => = 2 35cm 70cm = = = 
Energy Rifle = =o 40cm 100cm = = = 
Flame Thrower -2 = ol As Template As Template - = 
Laser Cannon* <3. St SS. 40cm 120cm 3cm = = 








Equipment Carried: 

e Space Rats may have their choice of Buggy or Trike as their personal vehicle. 

e — *Although Laser Cannons cannot ordinarily move & fire in the same turn, Space Rats may enhance the mobility 
of the weapons by mounting them on Buggies to facilitate the inherent amusement potential of splatting gooks 
at high speed. 

Naturally, this arrangement requires a separate gunner & driver. 
Other Notes / Abilities: 

e Piloting Action: In a situation where launching or controlling a space ship or flyer is required as per the 
requirements of a scenario, take no other actions for one turn and use this skill to succeed. 

e The Talents ratings of these generic Space Rats should be ignored for purposes of Victory Points calculation. 
However, they are still capable of inflicting multiple casualties during assaults like other Talents holders. 

e Space Rats are well used to firing weapons from moving vehicles and suffer no related to-hit modifiers. 

e Speed Freak: Space Rats are notorious for pushing things beyond the limit, and the first thing that rule applies 
to is the accelerator pedal. When controlling any vehicle, a Space rat may add 3D6cm to his Move Fast 
allowance each turn. 





Atlan 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move MoveFast Sneak Talents 








ct 3+ +3 3+ 188° 15cm ercm 68cm 3+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Blaster Pistol - os 25cm 50cm = = = 
Blaster = Se eZ 35cm 70cm - 7 7 
Energy Rifle = == 40cm 100cm = = = 





Battle Skills: 

e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 

e —_ Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

Equipment Carried: 
e Atlan uses a Space Rat Trike as his personal ground vehicle (see Space Rat Trike). 
Other Notes / Abilities: 

e Piloting Action: In a situation where launching or controlling a space ship or flyer is required as per the 
requirements of a scenario, take no other actions for one turn and use this skill to succeed. 

e Space Rats are well used to firing weapons from moving vehicles and suffer no related to-hit modifiers. 

e Speed Freak: Space Rats are notorious for pushing things beyond the limit, and the first thing that rule applies 
to is the accelerator pedal. When controlling any vehicle, a Space rat may add 3D6cm to his Move Fast 
allowance each turn. 

e Positive influence on Space Rats within 10cm. 





Bomber 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS FireArc Move MovefFast Sneak Talents 























3+ + +3 et 188° iScm eecm 68cm + 
WEAPON T-_ EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Assault Rifle 
° Semi-Auto -1 = ve 60cm 120cm - = - 
e Burst Fire** si 2 60cm 120cm 2cm - - 
° Full Auto** =1 24 = 60cm 120cm 3cm YES - 
Blaster i = =2 35cm 70cm = = - 
Frag Grenade il hae 20cm 35cm 4cm = X 
Plasma Grenade =—2 Sr Sil 20cm 35cm 4cm = Y 
Strontium Grenade -3 - 2 20cm 35cm 4cm = x 
Battle Skills 


e Adrenal Burst: Use this skill to get a free action this turn. This skill may be used once per game. 
Equipment Carried: 
e — Bomber uses a Space Rat Trike as his personal ground vehicle (see Space Rat Trike). 
e Bomber has an inordinate fondness for the paraphernalia of his namesake. He may enter battle equipped with 
the following device: 
o Delay Mine: Must be hand-placed into position costing one action. May be set to count down for up 
to 6 turns [Use a small D6 to help keep track of this]. 
= T- 5, Sv- 2, 7cm Radius. 
e — Bomber carries enough Frag and Plasma grenades to last the battle as well as a single Strontium grenade. 
Other Notes / Abilities: 
e Piloting Action: In a situation where launching or controlling a space ship or flyer is required as per the 
requirements of a scenario, take no other actions for one turn and use this skill to succeed. 
e Space Rats are well used to firing weapons from moving vehicles and suffer no related to-hit modifiers. 
e Speed Freak: Space Rats are notorious for pushing things beyond the limit, and the first thing that rule applies 
to is the accelerator pedal. When controlling any vehicle, a Space rat may add 3D6cm to his Move Fast 
allowance each turn. 








Lampetra Terminalis 


A variety of giant land lamprey found in common distribution on the planet Terminal. 
The creature generally relies on tactics of ambush owing to its ponderously slow rate of movement, and tends to conceal 
itself within scrub or other foliage until a suitable prey animal strays within striking distance, making no effort to pursue 
quarry which might escape it. 
The most distinctive feature of Lampetra Terminalis is the cranio-mandible which incorporates features of both jaws and 
head, and is divided into four sections aligned to both a horizontal and vertical plane. The teeth exhibited in the 
mandibles are somewhat uncharacteristic of predator species, being slightly squarish and predominantly flat, but these 
teeth are employed only in firmly grasping captured prey and the creature does not use its mandibles to chew in any 
sense. Feeding is accomplished via a highly specialised auger-like, hollow tubular bone set into its short and heavily 
muscled tongue. The auger is used with a rasping motion to open a rent in the prey creature. When this is accomplished, 
a fleshy, proboscis-like protuberance, usually recessed in the centre hollow of the bone, emerges to invade the creature 
and siphon out its internal fluids. Prey thus expended are then flung away quite vigorously using the predator's powerfully 
muscled trunk-like body in order to maintain concealment of the creature’s chosen ambush site. 

Lampetra Terminalis is rumoured to exist on a number of other worlds having arrived there by unknown means, perhaps 
imported before the Atomic Wars as a weapon to harass local human populations. This is supported by the observation 
that it has yet to be found upon a planet on which humans have not been present at some point. 

Actions Available: 


Hide // Assault 
Save Toughness Assault GS Fire Arc Move MovefFast Sneak 
a+ a+ +9 - 368° - 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
None 
Other Notes / Abilities: 





e This creature is an NPC. 

e The strike range of Lampetra Terminalis is 20cm radius around its hiding spot. It will attack any model passing 
through this zone. 

e The creatures are distributed over the table somewhat randomly (see below). 

e As models stray into a concealed creature's possible feeding area and an attack event is indicated, the creature 
will appear accordingly at the end of the model's Move phase. The model then has its shooting phase to 
attempt to kill the creature. If the creature is not killed, it will assau/tthe model at the conclusion of that player's 
turn, immediately before the opposing player's turn. This has the effect of allowing the initial player the rest of 
his shooting phase to attempt to deal with the creature. 

e _ As creatures are revealed, they remain present on the table. However, if no models are within a creature's 20cm 
strike zone at the end of a player's turn the creature will automatically Hide until further models stray into its 
strike zone, whereupon it will once more reveal itself in preparation for attack, as outlined above. 


This creature is included for use as an NPC. It is a hazard of the natural environment which can be used to add 
an interesting subplot feature to your scenarios: 


Lampetra Terminalis Infestation 
The immediate area happens to be the preferred feeding grounds of Lampetra Terminalis. These creatures may 
be concealed anywhere nearby... 
Concealment method: 
There are a number of approaches one can take to represent the concealed presence of these creatures. The 
first is to scatter the table with an appropriate type of terrain feature, such as bushes or scrub and nominate all 
of these as potential hazard points. 
The second approach is to use any variety of terrain features, but denoting potential hazard points is done by 
using an unobtrusive small pebble or bead to mark them out on the table. 
In the above two situations, a Lampetra Terminalis will emerge from concealment to attack models straying 
within 20cm of the terrain feature on a D6 result of 4+. 
A third approach is to simply pack the table with heavy naturalistic potentially concealing terrain, in which case 
a test is taken each time a model concludes their move... 








The terra Nostra 


The Terra Nostra are involved in every dirty business imaginable. They are the “plausible deniability” arm of the 
Federation's darker projects; from cultivation and distribution of drugs, slave trafficking, filming of snuff vids, even illicit 
orgy dens and related honey traps for the blackmail and control of top government officials falls to them. Yet all of these 
are in reality Federation ‘black’ operations. Even the vast majority of the Terra Nostra itself is unaware of this fact. 

~ TO HAVE ABSOLUTE CONTROL ONE MUST CONTROL ABSOLUTELY ~ 


A typical Terra Nostra force might include: 
1 Boss 

1 Underboss 

2 Advisers 

6 Enforcers 

1 Pusher 

10-20 Soldiers 


Terra Nostra Racketeer /Pusher /Soldier 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 




















G+ G+ - + 188° 15cm eecm 8cm 7 

WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Blaster Pistol = oe 25cm 50cm = 7 = 
Blaster - See 35cm 70cm = = - 
Energy Rifle = ~ 40cm 100cm = = = 
Carbine ae i= == 35cm 70cm = - = 
Assault Rifle 

° Semi-Auto =1 Se he 60cm 120cm 7 = os 

e Burst Fire** =1 5 24. 60cm 120cm 2cm 7 7 

° Full Auto** Si 2 oe 60cm 120cm 3cm YES = 





Battle Skills 
e none 
Equipment Carried: 
e —_ One figure in your force may be designated as Pusher. If a pusher is included in the Terra Nostra force, the 
player controls all Dream Head models on the table until otherwise noted. 


Terra Nostra Boss [aka Capofamiaglia] 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak Talents 





ct + +2 3+ 188° 15cm eecm 8cm U+ 
WEAPON T-_EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Blaster Pistol < abcess 25cm 50cm o 3 - 
Strontium Grenade -3 =D 20cm 35cm 4cm = bg 





Battle Skills: 

e Escape: Use this skill if your character has just been taken captive. Roll a D6: on a result of 4+ the character is 
able to struggle free. Your character may Move Fast immediately, regardless of available actions or whose turn it 
is. Bound characters may not use the escape counter. This skill may be used once per game. 

e Evade: Use this skill when an attacker assaults the character. Your character deftly evades the attacker. Your 
character may Move Fast immediately to strategically withdraw from the assault regardless of available actions 
or whose turn it is. This skill may be used once per game. 

e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 
able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 

e Luck: Use to re-roll any single die result that is not to your liking [originating from any player] which directly 
pertains to this character. This skill may be used once per game. 

Equipment Carried: 
e Bosses sometimes carry a single Strontium Grenade for last-ditch desperation defence. 
Other Notes / Abilities: 
e Positive influence 10cm. 
e If the controlling player desires, the Terra Nostra force Boss may be designated as Pusherin place of a soldier. 





Terra Nostra Enforcer/Underboss/Adviser 
Actions Available: 

Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 

Save Toughness Assault GS fFireArc Move Move Fast Sneak 

















3+ St +1 3+ 168° iScm eecm 8cm 

WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Blaster = ee” 35cm 70cm ss S = 
Assault Rifle 

co) Semi-Auto =1 =. SS 60cm 120cm - ig = 

° Burst Fire** mt S24 60cm 120cm 2cm = - 

° Full Auto** ey 2 re 60cm 120cm 3cm YES = 
Strontium Grenade -3 ae 20cm 35cm 4cm = x 
Frag Grenade a1 ae 20cm 35cm 4cm + x 





Equipment Carried: 
e Under Bosses carry a single military Strontium Grenade. One Underboss is allowed for each Boss on the Terra 
Nostra force (so generally only one unless there’s some kind of meeting going on...) 


e _ Advisers are also expected to protect the boss. They may be armed with enough Frag grenades to last the battle. 


terra Nostra Prostitute/Moll 


Actions Available: 
Move// Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS Fire Arc Move Move Fast Sneak 


Gt Gt -1 Gt 16N° 1iSem = eecm Gcm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Blaster Pistol = = 25cm 50cm = = _ 





Equipment Carried: 
e Variable 


Dream Head 


Actions Available: 
Move// Fire // Move & Fire // Move Fast // Sneak // Hide // Assault 
Save Toughness Assault GS fFireArc Move Move Fast Sneak 


- 6 - St 16N° 15cm eecm 18cm 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Blaster Pistol - Sao 25cm 50cm - a - 





Other Notes / Abilities: 
e Dream Heads are controlled through Pushers belonging to the Terra Nostra. If there is no Pusher on the table, 
Dream Heads will move randomly (see Civilians). 
e If aresistance Talents character approaches to within 10cm of a Dream Head, they may attempt to sway the 
Dream Head to their cause by offering a few brief but well-chosen words of hope. If a resistance model can pass 
a Talents test within 10cm of a Dream Head, the resistance player may immediately place that model under 
their control for the remainder of the game. This costs no actions. 








Thought-Dimension Entity 


A discarnate alien consciousness seeking influence on the material plane. (No model is necessary) 
Actions Available: 
Assail // Dominate // 
Save Toughness (Astral) Talents 
U+ U+ 3+ 


Notes / Abilities: 

e —_ Note that it is possible for more than one Thought-Dimension Entity to be in play. 

e — Assail: This represents a direct psychic attack. The Thought-Dimension Entity can use it’s Talents rating to 
challenge a target model on the resistance chart (with the Thought-Dimension Entity corresponding to the 
attacker on that chart). If it succeeds in winning the resistance roll, the target's Talents rating is reduced by one 
in the following turn. The purpose of this attack is to lower the target's Talents rating sufficiently in order to 
make a future move such as Dominate or Possess. This attack is only usable against beings vulnerable to 
influences from the Thought-Dimension, and as such potential targets are confined to models with the ability 
Psychic Action, though it may also target Orac. 

e Dominate: the Thought-Dimension Entity may attempt to take over physical models and control them. It may 
use it’s Talents rating as an attacker on the resistance chart to supplant the will of a single model for one turn. 
This attack is only usable against beings vulnerable to influences from the Thought-Dimension, and as such 
potential targets are confined to models with the ability Psychic Action, though it may also target Orac. 

e Possession: After successfully using Dominate for three turns consecutively, the entity may begin the fourth turn 
in permanent possession of the target model and no longer needs to use Dominate. Henceforth, the model will 
belong to the player using the Thought-Dimension Entity. Henceforth, use the Save & Talents stat of the entity 
in place of those of the possessed model. 


Successful Possession 
Upon being possessed, the target's mind is totally supplanted by that of the Thought-Dimension Entity. The 
model is now under the control of the player controlling the Thought-Dimension Entity and the two are 
henceforth treated as a single character for game purposes. 
Upon being possessed the possessed model's profile changes markedly; it gains +D6 toughness and the Save & 
Talents stats of the target become those of the Thought-Dimension Entity. 
Furthermore, it spontaneously develops further psychic powers. 
One of these new powers may be used each turn, testing against Talents to succeed. 
Powers are randomly generated as follows: 





Roll a D6- 
1. D2 Mid-Level psychic powers are acquired. 
2. D3 Mid-Level psychic powers are acquired. 
3. D3 Mid-Level psychic powers and D2 High-Level powers are acquired. 
4. D3 Mid-Level psychic powers and D3 High-Level powers are acquired. 
5. D6 High-Level powers are acquired. 
6. All powers are acquired. 


Acquired powers are determined by rolling on the following charts. Re-roll any duplicated results: 


Possible Psychic Abilities 





Mid-Level Psychic Abilities: 
1. Pelakinesis: Knocks all assaulting models in base-to-base contact with the possessee 3D6cm away in a random 
direction. They are undamaged, however. 


2. Levitation: The possessee may move someone (enemy or ally) in any direction (even up & down) a distance of 
3D6cm. 


Vibrokinesis: Psychic vibrations cause ground liquefaction for one turn to hamper enemy manoeuvrability. 10cm 
radius anywhere within LOS; anyone passing through the zone suffers -10cm movement. Even works on paved 
surfaces but not solid rock. 


Teleportation |: The possessee may teleport themselves anywhere on the tabletop. Does not count as their Move. 


Telezalisis: This power assails the target's mind with a flurry of imposed thoughts and kaleidoscopic visions. The 
target's GS, Assault, Save, and Talents stat is reduced by -1 for the remainder of the current player's turn and the 
target model's following turn. 


Ferrokinesis: Tampers with the molecular bonds of metals. The toughness stat of any single thing made of metal, 
such as robots or vehicles, is reduced by -2 for the remainder of the current player's turn. 


High-Level Psychic Abilities: 
1. 


2; 


Polykinesis: Using this power enables the possessee to use two other psychic abilities this turn. 


Pyrokinesis: The possessee can cause a fire radius to appear anywhere on the tabletop. Additionally, while this 
power is in play this turn, the psychic may influence the behaviour of any existing flame radii already on the 
tabletop. When rolling for flame radii behaviour this turn, the psychic’s player may modify the die rolls by +/- 1. 


Biokinesis: Tampers with the molecular bonds of biological matter. The toughness stat of any single thing 
composed of collagens, such as people or animals, is reduced by -1 for the remainder of the current player's 
turn. 


Biostasis: The possessee may target an enemy model and “freeze” them temporarily. This model skips their next 
turn. 


Teleportation Il: The possessee may teleport themselves and their choice of models within 6cm anywhere on the 
tabletop. Does not count as their Move. 


Cyberkinesis: The possessee may take over anything designated computerized for 1 turn. 





The Darkness - }hought-Uimension entity 


An immaterial being craving influence on the physical plane. (No model is necessary until manifestation occurs.) 
Actions Available: 
Assail // Dominate // Possess // Manifest 
Save Toughness (Astral) Talents 
a+ a+ 4 


Battle Skills: 
e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 


able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 


Notes / Abilities: 

e __ Assail: This represents a direct psychic attack. It may use it's Talents rating as an attacker on the resistance chart 
against the target model. If it succeeds in winning the resistance roll, the target's Talents rating is reduced by 
one in the following turn. The purpose of this attack is to lower the target's Talents rating sufficiently in order to 
make a future move such as Dominate or Possess. 

e Dominate: The Darkness may attempt to take over physical models and control them. It may use it's Talents 
rating as an attacker on the resistance chart to supplant the will of a single model for one turn. This is limited 
only to beings with some part of them being present in the world it is native to, and as such it is confined to 
using models with the ability Psychic Action, though it may also target Orac. 

e Possess: After successfully using Dominate for three turns consecutively, the entity may begin the fourth turn in 
permanent possession of the target model. Henceforth, the model will belong to the player using The Darkness. 
Henceforth, use the Save & Talents stat of the Darkness entity in place of those of the possessed model. 

e Manifest: To secure manifestation, the entity must have an agent in the form of a possessed (not merely 
dominated) model. This model must then activate an explosive device such as a bomb (not merely a grenade) 
or must unleash some equivalent event, such as causing a large explosion by crashing a Flyer. It is unimportant 
if the possessed model dies in this explosion, what is important for The Darkness is that it takes place. 
Immediately following the explosion, place a model representing the Darkness Manifest at the centre point of 
the blast which has occurred. It has finally secured a pathway into this world and may act physically beginning 
next turn using the profile provided below. If the former possessee has survived, they are unconscious but will 
recover their normal self upon passing a Talents test (test each turn while they remain unconscious) and will be 
returned to the control of its original player. 


The Darkness Manifest 


An incredibly alien indescribable monstrosity... 

Actions Available: 

Move// Fire // Move & Fire // Move Fast // Assault 

Save Toughness Assault GS Fire Arc Move Move Fast Sneak = Talents 


ct it +4 7 SEQ° eNcm 38cm - 4 
WEAPON T- EFF Sv- Short Range / Long Range / Radius / Reload / Realign 
Flame Emanation -2 As Flamethrower Template 





Battle Skills: 
e Talent for Surviving: Use this skill if your character has just been “killed” after failing a saving throw. The 
character may immediately take a Talents test as a secondary saving throw. A success means they have been 


able to call upon their inner resourcefulness to pull off a last-ditch trick resulting in their survival. This skill may 
be used once per game. 


Other Notes / Abilities: 


e The terrifying material form of The Darkness requires that characters pass a Talents test to be allowed to move 
in its direction. 


e Vila will not move in its direction. 





General Vehicle Rules 


The following is a typical vehicle profile. It is provided here to help familiarize players with the layout of vehicle profiles. 
Please have a close look, an explanation is to follow: 


Bugau 


Flatbed Type 

Actions available: 

Move // Move Fast // Fire // Move & Fire 

Save 7 Crew Pass’ FireArc Move MoveFast Size Occu-Hit 


6 Y 1 3 45° ecm 38cm Small U+ 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Realign 


As crewman 


Special Rules: 
e — Amphicat type buggies are amphibious; they may cross water freely, but only at move speed. It is not possible 


to drive a buggy and fire at the same time. Any firing must be done by a passenger. 


Damage Chart: 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll a D6: 
1-5: Only damaged - roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 


Damage results: 
D6 


1. A tire was blown off or damaged, that’s okay, there are several more to lean on. The ride is getting bumpy 
though, fire actions now suffer a -1 to-hit penalty while moving. Effects of this result are cumulative. 

2. Transmission jammed: The buggy is now stuck traveling at its current speed. Duplicate instances of 
Transmission jammed result in “5” below: 

3. Steering hit: The buggy may now only travel in the direction it is currently pointing. Duplicate instances of 
Steering hit result in “4" below: 

4. The buggy stops dead as wisps of acrid smoke curl from the undercarriage. It is now useful only as cover. 

5. There is an explosion from somewhere inside the buggy and it is suddenly disabled. It slams to a halt, injuring 
the occupant(s). Occupants are potentially injured on a 4+. Those affected must use their saving throw to avoid 
becoming a casualty. 

6. The buggy erupts into flames and pours black smoke into the sky, enveloping the occupants in fire and choking 
smoke. Occupants must use their saving throw to avoid becoming a casualty. Place a flame radius beneath the 


buggy. 


As you can see, vehicles are treated much like foot soldiers for purposes of movement and damage. As with 
foot soldiers there are no hit points, but once significant damage is inflicted, one rolls on the vehicle’s 
Damage Chart, which makes up the lower portion of the profile above. 


Here we define the stats on the vehicle profile which differ from those on infantry profiles: 


e Crew/Pass: Minimum number of necessary crewmen and number of potential passengers are 
indicated on the individual vehicle's stat sheet under Crewand Pass, respectively. 

e =Occu-Hit: An incoming hit is allocated to a random occupant on a D6 roll of this number or above. 
Area effect weapons strike both the vehicle and the occupants in the case of vehicles not fully 
enclosed. 


Now we'll explain more specific rules geared toward quantifying some intrinsic vehicle traits: 


Entering/Exiting: Crewmen and passengers must board/disembark vehicles at their normal MOVE speed. 
However, moving vehicles cannot be boarded or abandoned while moving. 


Acceleration/Deceleration: A vehicle must spend one turn at MOVE speed before accelerating to MOVE FAST 
speed. When slowing from MOVE FAST, a turn must be spent at MOVE speed before the vehicle is 
considered stopped. 


Cover: Models inside enclosed vehicles, including those with windows, are considered out of LOS. With 
open-topped vehicles, the opposite is true. 

Hits directed at open-topped vehicles are divided between the vehicle and occupants randomly with the 
vehicle's stat Occu-hit, which denotes the likelihood with witch a shot directed at the vehicle instead struck 
an occupant. 

Note: Some vehicle profiles will show an Occu-Hit stat in cases where one might generally assume the 
vehicle in question to be an enclosed vehicle. This is to allow for players wishing to employ found or built 
models reflecting an open-topped configuration. If your model is an enclosed-type cabin, simply ignore the 
Occu-Hit stat on the vehicle's profile. 


Fire: When using MOVE & FIRE or FIRE the crewmen may fire the vehicle's weapons using their own GS. In 
the case of open topped/semi-enclosed vehicles, the crewmen or passengers may fire from the vehicle with 
any handheld weapons. Fire from a moving vehicle is always -1 to hit when moving at MOVE FAST. 


Moving Targets: If a vehicle travelled at move fast speed in its previous turn, incoming shots suffer a -1 to-hit 
modifier. 


Turning: Unless otherwise noted, vehicles have no restrictions for turning and manoeuvring at MOVE speed 
(this was decided for the sake of simplicity), but at MOVE FAST they are restricted to two 45° turns in the 
course of their movement only. 


Reverse: Unless otherwise noted, a vehicle may REVERSE at half their MOVE rate. 


Hiding and Vehicles: While an open topped/semi-enclosed vehicle is stationary, passengers and crew may 
HIDE while inside the vehicle. If the vehicle is in motion the crew may not HIDE, but passengers may 
continue to do so. This does not protect them from incoming hits being allocated to them, naturally. 

Also, hiding within enclosed vehicles is pointless! 


Damage Calculation and Vehicles: One might be momentarily nonplussed by Toughness of 1 or even 0 on 
certain vehicles. How is it possible to damage them? Modifiers available from heavy weapons are the answer. 
This is an in-built quality of the game mechanics which serves to prevent vehicles like tanks from being at 
risk from someone wielding a mere sidearm. One will simply need an appropriately devastating weapon to 
damage a heavily armoured tank. Here is a simple example of how this is done: 

Tarrant and Vila are manning a Neutron Blaster which they have set up to cover a bridge. Suddenly a 
Federation APC appears from around a titan rubble pile and steers onto the bridge. 

Vila wants to open fire right away, but Tarrant knows the Neutron Blaster is more effective at shorter ranges 
so he waits for the APC to close in. 

Finally, he fires the Neutron Blaster at short range scoring a hit. 

The APC has a respectable T (Toughness) of 1+ (and the target's Toughness stat is literally the roll needed 
to survive the attack). But the Neutron Blaster has a T- of 5 at short range. Remember, a weapon's “T-", 
(Literally, “Toughness Minus”), is the number of dice ‘pips’ subtracted from the target's Toughness (T) stat 
roll. 

So in this case the APC’s Toughness of 1 minus the Neutron Blasters T- of 5... 

It is best thought of this way; just add the weapon’s T- number to the Target’s Toughness stat. 

1+5=6. 

So in this case, the APC can be will escape damage only if it can roll a 6 on a D6. 


But had Vila and Tarrant waited until the APC went past, they might have exploited the following rule for an 
even easier result...: 


Armoured Vehicles: If attacking the rear of an armoured vehicle, subtract —1 from the vehicle's T. This area is 
almost always more lightly armoured. Flyers do not count as armoured vehicles. 


A few more notes on armoured vehicles... 

A vehicle has a Save stat representing an amalgamation of any defensive factors such as well-sloped armour, 
low silhouette, reactive armour, high manoeuvrability, etc. Ablative armour (like Schiirzen) gains a vehicle a 
completely separate additional saving throw of 5+. 


Vehicles and Ramming 





Ramming: If ramming a stationary object or terrain feature, see Out of Control Vehicles and apply the 
Collision rules. 


Saving throws are not allowed during ramming actions. 


Also, during rams the normal T stat of a vehicle is superseded by a special “Ramming T”. It is determined in 
the following way: 


First take the size of the ramming vehicle, and identify the new Ramming 7, as shown below: 

Size / Ramming T: 

Extra Small (Trike, Motorbike): 2 

Small (Buggy, Ground Car,): 3 

Med (High-Speed Flyer): 4 

Large (APC, Gunship): 5 

Extra Large (Robot Tank, Spacemaster shuttlecraft): 6 

Next, identify the size of the vehicle being rammed and pit your Ramming T vs. theirs using the following 


Resistance Table (the rammer uses the top bar, the vehicle being rammed uses the side bar). You must roll 
the number determined or above to damage your opponent's vehicle with a ram. 
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Example: If | take a Buggy (Small T = 3) and ram an APC (Large, T = 5), | find my Buggy's “3” across 
the top row of the Resistance Table and match it to the APC’s “5”, found across the side bar. The 
corresponding number ts “6”. So / must roll a “6” or above to have a hope of somehow damaging 
the APC with this desperate attack. 


When moving at MOVE FAST speed, a vehicle adds +1 to the T roll. (In the example above, | would 
now have to roll a “5+” to damage the APC.) But this “bonus” is applied equally to both vehicles for 
resolving damage. 


After determining whether or not the vehicle being rammed was damaged (and applying any 
damage effects), it is time to see how your own vehicle fared in the collision. Once again we refer to 
the Resistance Table, however, this time find your opponent's vehicle’s T along the top bar and the 


target vehicle’s T along the side bar. Remember to add +1 for moving at MOVE FAST. (OA dear, in 
the example above, my Buggy hasn't fared too well. The APC | rammed only needs a “2” to damage 
my Buggy, and accounting for the fact that | was traveling at MOVE FAST, that result drops to a “1” 
—an automatic damage. Time to roll on the Initial Damage Chart...) 


Initial Damage Chart and each vehicle's specific Damage Chart: 
If a vehicle is hit, receives damage, and fails its saving throw (the latter being suspended during rams), it is 
not necessarily automatically destroyed. Instead, roll a D6: 





1-5: Only damaged - roll on the vehicle's damage chart found in the lower portion of its profile 
sheet. 

6: BOOM! The vehicle explodes! The crew and passengers are killed. Everyone within 10cm must 
take an automatic hit resolved with T-2. 


If a vehicle is destroyed, the crew is considered killed if they fail their save (place survivors to the side of the 
wreckage to show they have been “thrown clear”). However, they may have a chance to bring the vehicle to 
a halt and escape while it is still only damaged or burning. 


Out of Control Vehicles: 
At certain times a vehicle’s Damage Chart may indicate that is has gone Out of Control (however, if it was 
stationary when hit, ignore this). When this happens, immediately roll a D6 and apply the following effects: 





1-3: The vehicle maintains it's present speed 
4-6: If the vehicle was travelling at MOVE it suddenly speeds up to MOVE FAST. If travelling at 
MOVE FAST it now slows to its MOVE speed. 


Now that you know the speed, roll to see how it randomly manoeuvres (if the vehicle is such that it can 
move in any direction, such as a Flyer, use standard 360° scatter dice or the following rules to determine the 
random direction in which it is now travelling.): 


1- The vehicle turns 45° to the Left 

2 -The vehicle turns 45° to the Right 

3 -The vehicle turns 90° to the Left 

4 -The vehicle turns 90° to the Right 

5 -The vehicle moves straight ahead. 

6 -The vehicle does an unexpected U-turn. If travelling at a MOVE FAST speed of over 20cm 
per turn, the vehicle now flips over and explodes. The crew and passengers must test their 
saving throw at -2 or be killed. Everyone within 10cm must take an automatic hit resolved with 
T-2. 


Collisions: If colliding with another object, apply effects with the Resistance Table method described under 
Ramming, above (remember that in this case the vehicle uses the top bar and the stationary object uses the 
side bar). If colliding with a terrain feature or stationary object other than another vehicle, refer to the 
following for guidelines on what T to use to represent the object collided with on the Resistance Table. Note 
that vehicles colliding with terrain features do not receive a Save roll. 


If moving at MOVE FAST during a collision, add +1 T to the following: 


Tree: T 4 

Stone wall: T5 

Side of a building or house: T 4 

Bunker wall or fortified sandbag wall: T 7 

Bushes: T 1 

Boulder: T 8 

Person or man-sized being: T-1 (Can escape with successful Save — for damage to person, see Ramming) 
If a vehicle is famed, apply damage to any exposed crewmembers or passengers. Then mark it with a 
Flamed marker and roll a dice: 


Flamed Vehicles: 


If a vehicle becomes flamed, immediately roll on the following table. 
1-2 The Flames go out 
3-4 The flames continue to burn. Roll again next turn on this chart. Now, roll once on the vehicles 
damage chart. 
5-6 Explosion! Something has detonated inside the vehicle with concussive force, showering the 
area with chunks of burning metal as it erupts into a fireball. Anyone inside is killed. Anyone within 
15cm of the exploding vehicle takes a hit on D6, 3+ at T-2. Place a Flame radius at the vehicle's 
final position. 


*In the case of flamed crew in open top vehicles, you do not have to denote which of them is flamed 
with individual markers. Either they are all flamed or they aren't. Until they leave the vehicle they are 
treated as a single unit. However, if they were to leave the vehicle, refer to this summary: 

Vehicle open-topped and flamed — crew now considered flamed. Vehicle fully enclosed and flamed — 
Crew is not considered flamed. They may choose to abandon the vehicle, but they must wait until it is 
stationary. 


Flyers 


Most flying units have a special action called V7OZ. This represents a special movement phase in which the 
flyer lifts off or sets down and is done at minimal speed. A flyer must use this action as a precursor to using 
Move in following turns (which itself is a precursor to Move Fastin turns to come). A flyer may tire weapons 
during this phase, rotating during lift off to target any fixed forward-firing weapons. Needless to say, 
passengers and crew may not board or leave the craft during turns in which a Flyer uses VTOL, Move, or 
Move Fast actions. The only exception to this is SOG Team units of any force, which are trained to repel to 
the ground from flyers during VTOL landing manoeuvre, effectively getting them into play a turn earlier than 
would otherwise occur. 

These units may be considered to hit the ground ready to move & fire, and may do so immediately during 
the Flyer’s VTOL action. 


The following is a sample Flyer profile provided so you can familiarize yourself with the layout: 


High-Speed Flyer 


Actions available: 


UTOL // Move // Move Fast 
Save 7 Crew Pass’ FireArc VUTOL Move MoveFast Size Occu-Hit 
5+ 3 1 3 - 15cm 38cm 188cm Med 6 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Realign 
None 
Special Rules: 


e This unit counts as Computerized. 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. 
Instead, roll a D6: 
1-5: Only damaged - roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 
Damage Chart: 


D6 


1. Control system hit: Turning the vehicle to any degree is now only possible on a roll of 4+ or with a successful 
piloting Talents roll. Further results of Control system hit will require multiple successful rolls to turn. 

2. Engine trouble: It is now impossible to Move Fast. A further result of Engine trouble will result in the vehicle 
being treated as Flamed with any resulting damage beginning next turn. 

3. | Crew Compartment: An explosion erupts in the crew compartment. Randomly select a single occupant. This 
person must now pass a saving throw or be killed instantly. If the pilot is killed, immediately apply the effects of 
result 6, below. 

4. Damaged landing system: The landing gear and VTOL engines have been compromised. Upon attempting to 
use VTOL to lift off, the vehicle will automatically become Flamed. If the vehicle is in flight, there is no 
immediate effect, but if landing is attempted the vehicle will become Flamed and the player must again roll on 
this chart and apply the effects immediately. Further results of Damaged landing system should be re-rolled. 

5. | Power reactor hit: Each turn, roll a D6; on a result of 5+ the Flyer will explode with a 10cm blast radius using T-3. 
All occupants are killed outright. Further results of Power reactor hit increase the chance of explosion each turn 


by one dice pip. If the Flyer manages to land safely, remember to continue to apply the effects of this damage 
result during future turns. 

6. Catastrophic Damage! The vehicle careens out of control through the air before tumbling briefly and impacting 
with a titanic fireball. Move the vehicle LOD6cm in a random direction and apply a blast radius of 10cm at this 
point using T-3. Pilots with a Talents rating and piloting skills may test against Talents to briefly bring the craft 
under their control for a suicide attack! If the vehicle is still capable of Move or Move Fast, they may place the 
impact point anywhere within reach. 


On the following pages are the available Vehicle profiles 
in alphabetical order. 





APE Military Ground Transport 


Caterpillar-tracked infantry fighting vehicle 

Actions available: 

Move // Move Fast // Fire // Move & Fire 

Save 7 Crew Pass FireArc Move MoveFast Size Occu-Hit 
W+ od c 18 3GN° 25cm 35cm Large 5+ 














WEAPON T-_EFF Sv- Short Range / Long Range / Radius/ Recharge/Realign 
Heavy Paragun: 

° Burst Fire Sd 24 oS 40cm 80cm 3cm 2 = 

° Sweep Fire =i? J3th05 40cm 80cm 6cm - = 
HMG* /** = ee ee 30cm 120cm 4cm a a 
Flame Thrower -2 ST As Template As Template - = 
Laser Cannon =3 Sr FE. 40cm 120cm = = 2 





Special Rules: 
e — The above weapon types are samples to reflect possible variation. The APC uses armament (if any) 
according to the model in use. 


Fire Arc assumes a top-mounted turret. 

Crew consists of a driver and gunner (provided a weapon is present). 
[*] causes an additional T-2 at short range. 

Occu-Hit provided for open-topped APCs only. 


Damage Chart: 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll a D6: 
1-5: Only damaged - roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 


Damage results: 
D6 


1. A tread seems to be damaged. Move Fast is no longer possible. Move is reduced by -10cm. (Effects of this result 
are cumulative.) The ride is quite bumpy... Fire actions now suffer a -2 to-hit penalty while moving. 

2. Transmission jammed: The Ground Car is now stuck traveling at its current speed. Duplicate instances of 
Transmission jammed result in “5" below: 

3. Steering hit: The APC moves according to the rules under Out of Control Vehicles in the Vehicles section of the 
rulebook. Duplicate instances of Steering hit result in "6" below: 

4. The weapon system is shorn off in the blast and is inoperable. The gunner must use his saving throw to avoid 
becoming a casualty. 

5. There is an explosion inside the APC potentially injuring the occupants. Roll a dice for each; occupants prove 
injured on a 4+. Those affected must use their saving throw to avoid becoming a casualty. 

6. The APC erupts into flames and pours black smoke into the sky, enveloping the occupants in fire and choking 
smoke. Occupants must use their saving throw to avoid becoming a casualty. Place a flame radius beneath the 
APC. 


Bugau 


Flatbed Type 

Actions available: 

Move // Move Fast // Fire // Move & Fire 

Save 7 Crew Pass’ FireArc Move MoveFast Size Occu-Hit 


6 Y 1 3 45° ccm 38cm Small U+ 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Realign 


As crewman 


Special Rules: 
e — Amphicat type buggies are amphibious; they may cross water freely, but only at move speed. 


Damage Chart: 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll a D6: 


1-5: Only damaged - roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 


Damage results: 
D6 


1. A tire was blown off or damaged, that's okay, there are several more to lean on. The ride is getting bumpy 
though, fire actions now suffer a -1 to-hit penalty while moving. Effects of this result are cumulative. 

2. Transmission jammed: The buggy is now stuck travelling at its current speed. Duplicate instances of 
Transmission jammed result in “5" below: 

3. Steering hit: The buggy may now only travel in the direction it is currently pointing. Duplicate instances of 
Steering hit result in “4" below: 

4. The buggy stops dead as wisps of acrid smoke curl from the undercarriage. It is now useful only as cover. 

5. There is an explosion from somewhere inside the buggy and it is suddenly disabled. It slams to a halt, injuring 
the occupant(s). Occupants are potentially injured on a 4+. Those affected must use their saving throw to avoid 
becoming a casualty. 

6. The buggy erupts into flames and pours black smoke into the sky, enveloping the occupants in fire and choking 
smoke. Occupants must use their saving throw to avoid becoming a casualty. Place a flame radius beneath the 


buggy. 


Utility Cargo Flyer 


The standard prime mover commonly found in military as well as limited civilian service throughout the Federation. 


Actions available: 





UTOL // Move // Move Fast 
Save 7 Crew Pass FireArc VUTUL Move MoveFast Size Occu-Hit 
5+ 1 293 18 - 15cm 38cm 6Ncm Large 6 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Realign 
Heavy Paragun: 
° Burst Fire -1 2+ - 40cm 80cm Tom = = 
° Sweep Fire Ady ae iF 40cm 80cm 6cm = - 





Special Rules: 

e Variants found outside of military service are typically unarmed, though armed examples are far from 
uncommon. 

e Military cargo flyers may be found unarmed and dedicated to haulage but are perhaps more commonly found 
as combat transports, often fitted with 1-2 door gunners for close support. These gunners use pintle- mounted 
Heavy Paraguns and have fire arcs of 90°. 

e Cargo flyers are sometimes equipped with folding ramps in the rear section. If this is the case, up to two 
buggies or Space Rat trikes and their related crew may be carried in place of the passenger allotment. 
Alternatively, it may carry five passengers in place of one of the vehicles. 

e This unit counts as Computerized. 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll 
a D6: 

1-5: Only damaged — roll on the vehicle's damage chart 

6: BOOM! Apply the results of “6” on the Damage Chart below: 


Damage Chart: 
D6 


1. Control system hit: Turning the vehicle to any degree is now only possible on a roll of 4+ or with 
a successful piloting Talents roll. Further results of Control system hit will require multiple 
successful rolls to turn. 

2. Engine trouble: It is now impossible to Move Fast. A further result of Engine trouble will result in 
the vehicle being treated as Flamed with any resulting damage beginning next turn. 

3. Crew Compartment: An explosion erupts in the crew compartment. Randomly select a single 
occupant. This person must now pass a saving throw or be killed instantly. If the pilot is killed, 
immediately apply the effects of result 6, below. 

4. Damaged landing system: The landing gear and VTOL engines have been compromised. Upon 
attempting to use VTOL to lift off, the vehicle will automatically become Flamed. If the vehicle is 
in flight, there is no immediate effect, but if landing is attempted the vehicle will become Flamed 
and the player must again roll on this chart and apply the effects immediately. Further results of 
Damaged landing system should be re-rolled. 

5. Power reactor hit: Each turn, roll a D6; on a result of 5+ the Flyer will explode with a 15cm blast 
radius using T-3. All occupants are killed outright. Further results of Power reactor hit increase 


the chance of explosion each turn by one dice pip. If the Flyer manages to land safely, remember 
to continue to apply the effects of this damage result during future turns. 

6. Catastrophic Damage! The vehicle careens out of control through the air before tumbling briefly 
and impacting with a titanic fireball. Move the vehicle 10D6cm in a random direction and apply a 
blast radius of 15cm at this point using T-3. Pilots with a Talents rating and piloting skills may 
test against Talents to briefly bring the craft under their control for a suicide attack! If the vehicle 
is still capable of Move or Move Fast, they may place the impact point anywhere within reach. 


Ground Car 
Actions available: 


Move // Move Fast // 
Save 7 Crew Pass’ FireArc Move MoveFast Size Occu-Hit 
5+ 9 1 3 GR° 38cm 45cm Med U+ 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Realign 


As crewman 


Special Rules: 
e This profile assumes a four to six wheeled unarmoured light vehicle. Depending on the model in use, passenger 
capacity should be adjusted accordingly. Firing is presumed to take place from open windows, providing 90° 
fire arc to one side using passengers’ weapons. 


Damage Chart: 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll a D6: 
1-5: Only damaged - roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 


Damage results: 
D6 


1. A tire was blown off or damaged. Move Fast is no longer possible. Move is reduced by -10cm. (Effects of this 
result are cumulative.) The ride is very bumpy. Fire actions now suffer a -2 to-hit penalty while moving. 

2. Transmission jammed: The Ground Car is now stuck traveling at its current speed. Duplicate instances of 
Transmission jammed result in “5" below: 

3. Steering hit: The Ground Car moves according to the rules for Out of Control Vehicles in the Vehicles section of 
the rulebook. Duplicate instances of Steering hit result in “4” below: 

4. The Ground Car stops dead as wisps of acrid smoke curl from the undercarriage. It is now useful only as cover. 

5. There is an explosion from somewhere inside the Ground Car and it is suddenly disabled. It slams to a halt, 
injuring the occupant(s). Occupants are potentially injured on a 4+. Those affected must use their saving throw 
to avoid becoming a casualty. 

6. |The Ground Car erupts into flames and pours black smoke into the sky, enveloping the occupants in fire and 
choking smoke. Occupants must use their saving throw to avoid becoming a casualty. Place a flame radius 
beneath the Ground Car. 


Gunship Fluer 


Actions available: 





UTOL // Move // Move Fast 
Save 7 Crew Pass” FireArc VTOL Move MovefFast Size Occu-Hit 

5+ ec c 4 FF 15cm 38cm 6Ncm Med - 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Realign 
Hvy Plasma Launchers “2 as aT 50cm 150cm 6cm No Yes 
Quad Hvy Laser -4 = =3 20cm 120cm a Yes = 





Special Rules: 
e — The weaponry on the Gunship is fixed in a forward firing position. The flyer must turn appropriately to place the 
target within this fire arc. 
e —_Use pilot's GS to resolve firing rolls for both weapons. 
e This unit counts as Computerized. 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll 
a D6: 


1-5: Only damaged - roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 


Damage Chart: 


1. Weapon hit: A randomly determined weapons system has been compromised. This is cumulative 
until the third time, which results in “6” below as an ammo magazine detonates. 

2. Engine trouble: It is now impossible to Move Fast. A further result of Engine trouble will result in 
the vehicle being treated as Flamed with any resulting damage beginning next turn. 

3. | Crew Compartment: An explosion erupts in the crew compartment. Randomly select a single 
occupant. This person must now pass a saving throw or be killed instantly. If the pilot is killed, 
immediately apply the effects of result 6, below. 

4. Damaged landing system: The landing gear and VTOL engines have been compromised. Upon 
attempting to use VTOL to lift off, the vehicle will automatically become Flamed. If the vehicle is 
in flight, there is no immediate effect, but if landing is attempted the vehicle will become Flamed 
and the player must again roll on this chart and apply the effects immediately. Further results of 
Damaged landing system should be re-rolled. 

5. Power reactor hit: Each turn, roll a D6; on a result of 5+ the Flyer will explode with a 10cm blast 
radius using T-3. All occupants are killed outright. Further results of Power reactor hit increase 
the chance of explosion each turn by one dice pip. If the Flyer manages to land safely, remember 
to continue to apply the effects of this damage result during future turns. 

6. Catastrophic Damage! The vehicle careens out of control through the air before tumbling briefly 
and impacting with a titanic fireball. Move the vehicle 10D6cm in a random direction and apply a 
blast radius of 10cm at this point using T-3. Pilots with a Talents rating and piloting skills may 
test against Talents to briefly bring the craft under their control for a suicide attack! If the vehicle 
is still capable of Move or Move Fast, they may place the impact point anywhere within reach. 


High-Speed Flyer 


Actions available: 


UTOL // Move // Move Fast 
Save 7 Crew Pass” FireArc VTOL Move MoveFast Size Occu-Hit 
5+ 93 1 3 - 15cm 38cm if8cm Med 6 
WEAPON T-_EFF Sv- Short Range/Long Range/Radius/Recharge/Realign 
None 


Special Rules: 
e This unit counts as Computerized. 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll 


a D6: 
1-5: Only damaged — roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 
Damage Chart: 
D6 


1. Control system hit: Turning the vehicle to any degree is now only possible on a roll of 4+ or with a successful 
piloting Talents roll. Further results of Control system hit will require multiple successful rolls to turn. 

2. Engine trouble: It is now impossible to Move Fast. A further result of Engine trouble will result in the vehicle 
being treated as Flamed with any resulting damage beginning next turn. 

3. | Crew Compartment: An explosion erupts in the crew compartment. Randomly select a single occupant. This 
person must now pass a saving throw or be killed instantly. If the pilot is killed, immediately apply the effects of 
result 6, below. 

4. Damaged landing system: The landing gear and VTOL engines have been compromised. Upon attempting to 
use VTOL to lift off, the vehicle will automatically become Flamed. If the vehicle is in flight, there is no 
immediate effect, but if landing is attempted the vehicle will become Flamed and the player must again roll on 
this chart and apply the effects immediately. Further results of Damaged landing system should be re-rolled. 

5. Power reactor hit: Each turn, roll a D6; on a result of 5+ the Flyer will explode with a 10cm blast radius using T-3. 
All occupants are killed outright. Further results of Power reactor hit increase the chance of explosion each turn 
by one dice pip. If the Flyer manages to land safely, remember to continue to apply the effects of this damage 
result during future turns. 

6. Catastrophic Damage! The vehicle careens out of control through the air before tumbling briefly and impacting 
with a titanic fireball. Move the vehicle 10D6cm in a random direction and apply a blast radius of 10cm at this 
point using T-3. Pilots with a Talents rating and piloting skills may test against Talents to briefly bring the craft 


under their control for a suicide attack! If the vehicle is still capable of Move or Move Fast, they may place the 
impact point anywhere within reach. 


Space Rat trike 


Actions available: 
Move // Move Fast // Fire // Move & Fire 


Save 7 Crew Pass FireArc Move Move Fast Size Occu-Hit 


U+ uy 1 1 GR° cNcm UNcm Ex-Simall U+ 
WEAPON T EFF Short Range / Long Range / Radius / Reload / Realign 


As crewman 


Special Rules: 
e Space Rat Trikes are optimized for loose ground and suffer no movement penalties related to this. 


Damage Chart: 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, 
roll a D6: 
1-5: Only damaged — roll on the vehicle's damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 
Damage results: 
D6 


1. Tire damage: Trike tires are designed to mitigate the effects of blowout, but the damage is making the ride 
pretty bumpy. Speed Freak is no longer possible. Henceforth all firing rolls are resolved at -1 to-hit while the 
trike is in motion. Additionally, maximum movement is docked 2D6cm each turn. This result is cumulative up to 
three times, after which see result “4” below. 

2. Transmission jammed: The trike is now stuck traveling at its current speed. Speed Freak is no longer possible. 
Duplicate instances of 7ransmission jammed result in "5" below: 

3. Fork warped: The Trike now requires full attention simply to keep going. Firing while driving is no longer 
possible. Speed Freak is no longer possible. Additionally, maximum movement is docked 2D6cm each turn. 
Effects of this result are cumulative. Unless the Space Rat can make a successful piloting action each turn, the 
Trike can only travel in the direction in which it is pointing. Duplicate instances of Steering hit result in “4” 
below: 

4. The Trike stops dead as wisps of acrid smoke curl from the undercarriage. It is now useful only as cover. 

5. There is an explosion from somewhere inside the Trike and it is suddenly disabled. It slams to a halt, injuring the 
occupant(s). Occupants are potentially injured on a 4+. Those affected must use their saving throw to avoid 
becoming a casualty. 

6. Fuel tank hit: The Trike erupts into flames and pours black smoke into the sky, enveloping the rider(s) in fire and 
choking smoke. Riders must use their saving throw to avoid becoming a casualty. Place a flame radius beneath 
the Trike. 


Space Chopper 


This is a space vehicle and as such is provided mainly as a Scenario feature. It is presented here intended for use with 
bringing models on and off the table with suitable Space Rat flair, but players might still manage to find a way to get a 
little tactical use out of the Space Chopper. Space Choppers are of no standard appearance, being variably equipped and 
decorated in what amounts to an amalgamated reflection of their owners’ uncouth fixation upon sensation-seeking and 
egoism. 

Actions available: 
UTOL // Move // Move Fast // UTOL & Fire // Move & Fire // Move Fast & Fire 
Save 7T Crew Pass FireArc VTOL Move MovefFast Size Occutit 


W+ 3 1 - FF 15cm YScm Unlimited Smail* - 
WEAPON T-__EFF Sv- Short Range/Long Range /Radius/Recharge/Realign 
Plasma Bolt Launcher* -10 os =3 Range Special 10cm Yes Yes 





Special Rules: 

e — The weaponry on the Space Chopper is fixed in a forward firing position. The flyer must turn appropriately to 
place the target within this fire arc. 

e —_*Rams: If traveling over 40cm in the turn in which a ram takes place, the vehicle counts as a Medium vehicle for 
collisions. If over 80cm, a Large vehicle, etc. 

e If the Space Chopper is traveling at Move Fast speed below 80cm, the vessel can only sustain a hit if the firer 
rolls a natural “6”. Above this speed, it is simply not possible to target the Space Chopper. 

e *The Plasma bolt weapon system was optimized for strafing fleet line space vessels as opposed to air-to-ground 
combat. As such, the gun sights do not permit the firer to elect targets closer than 80cm. Due to an extended 
effect of this shortcoming, hits may only be scored on a natural “6” regardless of the pilot's actual GS. 

e It takes two actions to board/leave a Space Chopper. 


e Occasionally, Space Choppers have been known to be outfitted with a heavy weapon on a ball mounting on the 
nose of the craft. The weapon's presence is for dirtside tactical purposes; the general idea being for the gang's 
Space Choppers to come screaming down from orbit, land just outside some poor unsuspecting settlement, and 
give it's defensive emplacements a good softening up with the ‘eavies prior to closing in on foot to raid for 
booze, drugs, girls, and loot. It is not unknown to use it during VTOL, but it is not possible to both pilot a Space 
Chopper at speed and use the heavy weapon simultaneously. 

e —_ This unit counts as Computerized. 


If a vehicle is hit, receives damage, and fails its saving throw, it is not necessarily destroyed immediately. Instead, roll 


a D6: 


Damage Chart 


1-5: Only damaged - roll on the vehicle’s damage chart 
6: BOOM! Apply the results of “6” on the Damage Chart below: 


Weapon Hit: The weapons system has been compromised. Further instances of Weapon Hit 
result in "6" below as the plasma magazine detonates. 

Engine trouble: It is now impossible to Move Fast. A further result of Engine trouble will result in 
the vehicle being treated as Flamed with any resulting damage beginning next turn. 

Crew Compartment: An explosion erupts in the crew compartment. The pilot must now pass a 
saving throw or be killed instantly. If the pilot is killed, immediately apply the effects of result 6, 
below. 

Damaged landing system: The landing gear and VTOL engines have been compromised. Upon 
attempting to use VTOL to lift off, the vehicle will automatically become Flamed. If the vehicle is 
in flight, there is no immediate effect, but if landing is attempted the vehicle will become Flamed 
and the player must again roll on this chart and apply the effects immediately. Further results of 
Damaged landing system should be re-rolled. 

Power reactor hit: Each turn, roll a D6; on a result of 5+ the stardrive reactor will go critical and 
explode with a 10cm blast radius using T-3, Save -1. All occupants are killed outright. Further 
results of Power reactor hit increase the chance of explosion each turn by one dice pip. If the 
Flyer manages to land safely, remember to continue to apply the effects of this damage result 
during future turns. 

Catastrophic Damage! The vehicle careens out of control through the air before tumbling briefly 
and impacting with a titanic fireball. Move the vehicle 3D6x4cm in a random direction and apply 
a blast radius of 10cm at this point using T-3, Save -1. Pilots with a Talents rating and piloting 
skills may test against Talents to briefly bring the craft under their control for a suicide attack! If 
the vehicle is still capable of Move or Move Fast, they may place the impact point anywhere 
within reach. 





Appendix: 


Eras: 


Here is a description of the different chronological backdrops available for the devising of scenarios: 


Blake's first revolutionary group, The Freedom Party 

The Pre-Series A activities of any of the characters 

Liberator [Series A & B] 

The Intergalactic War 

Blake & Jenna after the Intergalactic War 

Late Liberator [Series C] 

Scorpio [Series D] 

Post Gauda Prime [Series E (a hypothetical route to further adventures played out on the tabletop)] 


Some implied key events or personal eras were left completely unseen. These were: 


The activities of Vila, Jenna, or Avon prior to their initial conviction and deportation. 

Del Tarrant's activities running contraband in an ex-Federation pursuit ship (likely with additional 
crewmembers) prior to his joining the crew of the Liberator. 

Soolin’s activities prior to joining up with Avon or Dorian. 

The Intergalactic War 

The activities of Blake and Jenna during and after the Intergalactic War, up until Jenna’s death. 


If Jenna truly did hit the self destruct on her ship while running a blockade, she was most 
likely mortally wounded already. This may not necessarily have been from the gunships 
mentioned; there might have been a boarding action. Moreover there is the question of 
how exactly Blake knew she hit the self destruct. There is thus a possibility that he was 
actually on board at the time and that after an initial firefight against a hostile Federation 
boarding party, Jenna, knowing she was dying, urged Blake to evacuate in a life pod 
leaving her to deal with the boarding party and gunships. When one watches the scene 
with this scenario in mind, the pathos of Blake's bitterly animated explanation becomes all 
the more understandable. 


The activities of Blake in the wake of Jenna’s death 
The System's implied ongoing espionage of its neighbouring space powers. 


Consider what the cargo of the Liberator implies; there is enough cash on board to fund 
an army, all manner of clothes, a long term supply of food, assorted weaponry, medical 
supplies, a teleport system... One can picture Altas disguising their electrical harnesses and 
collars beneath civilian clothes or Anoraks and teleporting down to the urban environment 
surrounding some important facility belonging to a rival space power to see if they can 
locate someone in the city whom they may be able to bribe into divulging some sensitive 
information (using the jewels stockpiled aboard the ship, for example). Then there is the 
fact that DSV-2 was not the only ship of its type; presumably any others would be stocked 
with precisely the same resources for exactly the same purpose... 


The System's Investigation of DSV2's distress signal resulting in the rescue of Cally from the brink 
of death, and her subsequent amiable association with Alta Prime as the two searched for 
Orac/Avon. 

The activities of any survivors of Gauda Prime. 


Summary of Potential Forces - For the Composition of Scenarios: 


Federation Forces 


[e) 
[@) 


Servalan: Numberless legions of loyal Federation forces 
The Council: Many legions of warships but vacillating loyalties during Servalan’s 
“emergency” assumption of power (Circa Series C) 


Resistance Forces: 


[e) 
[e) 
[e) 


Blake's Freedom Party with Dev Tarrant and Brad Foster 
Blake/Avon’s group and the Liberator Series A-C 
Blake and Jenna and whatever force(s) they associated with unseen during Series C & D 


Avon's group and Scorpio 
Del Grant and his mercenary commandoes 
Albian liberation forces 
Other mercenaries 
Free-Planet Forces 
Federation traitor fleets; possibly led by turncoat revolutionary idealists (Circa Series C) 
o _Post-revolutionary colonies using ex-Federation equipment 
e Breakaway Factions (traitor fleets - unaligned and of highly variable size) 
o Defiant Planetary Governors 
Cult Personalities 
Rogue Generals 
Deserters in the wake of the Interstellar War (of any possible alignment) 
Ex-Federation troops turned freebooter space pirates after “obtaining” a ship 
o Rogue Legions — ruthless marauders out for themselves 
e Other forces or possible players 
o Space pirates 
Gun-Runners 
The Terra-Nostra 
The Robotics Cartel 
The System 
Del Tarrant’s gun-running operation during series A & B 
Amagon Space Pirates/Slavers/Smugglers 
Moloch II and his Rogue Troopers 
Space Rats 
Smugglers 
Spacers: Free-traders or adventurers 
Trading or commerce groups 
Bayban’s Crew 
Scavengers on post-catastrophe worlds 
Bounty Hunters 
Zoners: For-hire hostile environment mercenary specialists ready for any duty, often hired 
to retrieve specific artefacts, famous corpses, or daughters of the wealthy entombed in 
shelters in the wake of atomic or other disaster. -All while fighting off Scavs, mutants, or 
anything else... 
Hostile lower life forms 
Mutations 
Dream Heads 
Vac-Heads: Space Rats on Shadow 
e Non-Human space forces or empires 
o The Epinal: High-tech and hostile to humanoids 
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o The 61 Cygni mystery beings 

o  Full-strength Andromedan forces Circa Star One 

o Any remaining straggler groups from the Andromedan forces after the war; desperate to 
return to their own galaxy or simply trying to survive 

o Daleks... 


Printing this work 





Note that layouts for rules and character sheets were done so that players 
could print out the entire pdf and separate this work into two books; Rulebook, 
and Profiles. (And you’1ll notice each section has its own respective cover.) It 
is recommended that the rulebook be bound together using those little black 
office binder clips. The silver lever arms can then be easily removed from the 
clips giving you a reasonably well bound book. The Profiles section should be 
kept unbound in a folder. This way players need only extract the relevant 
profiles of characters they wish to game with for the evening and position them 
in front of them on the gaming table without the need to search through the 
rulebook to refer back to this or that profile. 








Miniatures availability 





Miniatures looking suitably similar to Blakes 7 characters can be obtained from 
CP Models and Beast in the Broch 


Afterword 

About the Game Mechanics- 

Many years ago, when I was already an old hand at Rogue Trader 40K and other 
miniatures games, a friend invited me over to his house to watch him play a 
little Battleground WWII with his friend and regular opponent to see if I 
wanted to get involved in their gaming. Now, I had already purchased the phone 
directory-like rulebook for this particular game and had read it thoroughly, 
deciding that it appeared to be an impressive and very complete distillation of 
all the factors which could possibly occur in a WWII combat setting, even going 
so far as to randomly generate tiny changes each turn such as ambient wind 
speed variations which might subtly effect the trajectory arcs of any indirect 
fire weapons in play. 

I watched them measure things, take countless sighting checks (taking in 
factors such as ambient dust, battle dust, smoke, and heat haze), and roll up 
results on random generation tables for nigh on six hours. At the end of the 
day I was amazed to realize that in that time they were each able to take 
exactly a single game turn before adjourning and returning to their nightmarish 
day jobs the next day, only to invariably return the following week to “relax” 
by taking another game turn in which a few models might move slightly or check 
to see if they could maybe shoot at something for a change. 

This experience had a big impression on me since it vividly illustrated what 
not to do when designing a game. Personally, I think a 28mm skirmish wargame 
with roughly a platoon to each side should last for about a single evening’s 
play. 

Furthermore, when everything boils down in the end to a yes or no answer, the 
question being, for example, whether or not so-and-so can shoot and kill such- 
and-such, it seems quite silly to me to tally up things like wind speed and 
heat haze when ultimately everyone just wants to know if the flipping guy is 
dead or not so they can get on with their turn. But it is just as possible to 
under-engineer a game’s rule mechanics as it is to over-engineer.. 
At the opposite end of the spectrum we have something like Doctor Who Invasion 
Earth, which offers very fast play at the expense of huge amounts of detail. 
Unfortunately, levels of extra detail are potentially valuable in establishing 
a stronger feeling of in-universe play. For a show like Doctor Who, the DWIE 
game could really have done with far more detail in order to crystallise not 
just mere superficial trappings of the series but some of the essential 
background depth and characterization as well. When this is given due attention 
it should result in capturing the feeling of the series one wishes to b 
immersed in. Characters are what drives the plot after all. Protagonists and 
key Antagonists must be allowed a certain breadth, an unusual adaptability ina 
game, to breathe tangible character into them. If a character is resourceful 
on-screen, and full of unique multi-layered tendencies, then many of these 
should be quantified for application in the game. When all characters are 
working in concert (with or against one another) on the table top, an exciting 
situation arises out of the interplay like a gestalt effect that positively 
electrifies narrative wargaming. 
Particularly notable as falling down in this regard is something like 7TV, 
which has the unintentional effect of continually divorcing the player from 
becoming immersed in the fictional property he’s fascinated with by continually 
reminding him that it’s just a game about a TV show. By phrasing everything in 
terms of casts, actors, and defining characters as mere cliché tropes, th 
creators accidentally barre the path to successful immersion in the feeling of 
whatever particular TV universe they invited us to explore. Experiencing the 
depth and feel of the series, not simply pushing metal figures around, is the 
primary motivation for playing an in-universe sci-fi themed wargame. 

































































Generally, when writing Blake’s 7 Battle Factions I aimed primarily for fast 
play but with extra depth placed where I thought it would help enhance th 





feel 


ing of the series, as well as providing many options for strategy with 
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which can provide him additional detail 








ld he elect to utilize them. If one desires even faster play one can easily 
re these. Additionally, one player can utilise his optional rules and the 


if that’s what suits them best! 





carefully created character profiles. 
options to use add-on expansion rules 
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other can ignore their optional rules 
Influences: 

I originally developed these rules in 


tending to use them only for myself before 


realising that others might be interested in using the rules as well. That is 


why 


packets of stapled-toget 
wargaming with tank models in the back yard!) and many similar things at 
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the game is so subs 
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ance over style; when I was young you could still find 


heets of 1/35*® scale tank combat rules 





hobby shops... All typed up ona ty 





childhood excitement of seeing those 
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trendy gimmicks entirely! 
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tance over style. They worked and 








tionally, I’d like to point out a 


pewriter in old nostalgic Courier New. 


I set out to write these rules for myself, I was hoping to recapture the 





humble old rules that really were palpable 
worked well, and were free of flashy 


few other things: 


There are no points values for these forces. I assure you this is not out of 
le laziness (for if I were inclined to laziness this game would never have 
rialised), but was done out of the realisation that the game would benefit 
more from the deliberate omission of army lists rather than from their 
inclusion. 
ar, no battle starts out with perfectly balanced forces. Players should use 
forces according to a conceptual scenario they’d like to try. Alternatively, 
might consider simply sizing up the forces available, discussing how long 
want the battle to last, and come to an agreement on the forces they’d 

to use proportional to the time available. Barter and haggle if you like. 
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if you can’t come to an amiabl 


agreement then you’ve got deeper problems 


just determining the forces for tonight’s wargame...) Players should also 
endeavour to avoid getting too hung up on attempting to achieve a perfect 
balance of forces in the course of negotiations. I have found that unbalanced 











forces can make for some rather mor 
I support this view regarding army lists and points values by citing an 
interview in White Dwarf some years ago in which the creators of Warhammer 
40,000 claimed to have been alarmed at the unexpectedly massive amount of mail 
they got from players begging them to allow X unit to be fielded by such-and- 
army, or pleading for a points value to be lowered because they could not 
fit the models they’d bought into a 2,000 point army, etc. 
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not allow them to use any models from other races or armies in their 


force, even as a scenario feature, unless it was specifically defined as being 
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Example was given regarding a pair of gamers who thought it would be a cool if 
rty of Imperial Marines encountered an Eldar Deathjester; lone survivor of 
ldar force, who then guided the Marines to the stronghold of the Orks who 














players were hesitant to try out 





creators admitted to being astoni 





defeated the Eldar to wreak his revenge. Although quite taken with the idea, 


the scenario on the grounds that such a 


ept was not provided for by the Marines’ army list and hence, was probably 
allowed. (“Oh dear! It’s not allowed! If we do it, what might happen...?!’”) 


shed by the slavish attitude the hobby had 


st universally engendered in players to the point that they would miss out 


on trying something potentially very fun if it meant going against some game 


rule 
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on p 
wors 
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s written by some total stranger. 
eational folks! I would encourage 


The gaming hobby is intended to be 
everyone involved not to get too hung up 





edantries. You’1ll be surprised how far a good-natured for-better-or-for- 
e agreement to be flexible over choosing forces can go towards markedly 





oving a game scenario, resulting 





in greater in-universe immersion 


oration of characters and .enjoyment! Particularly for Blake’s 7 concepts, 
being flexible massively improves scenario creation, leading to more fun for 


everyone involved. (Remember how many times Blake or Avon went in hopelessly 
outnumbered and, though they did not always “win”, the results were always 
xtremely interesting!) The motivation for getting involved in gaming shouldn’t 
really be fixation upon the idea of winning (if it is, again, you got 
problems...), it should be about entertaining yourself and a friend with an 
interesting and delightfully enthralling diversion! One mustn’t sacrifice 
imagination and colour that is there and just waiting to unleash a wonderfully 
interesting game simply because of what is printed in on an army list’s points 
values column. Therefore, points values were omitted from this game. 








-Which brings me to the idea of Victory Points. There is a detailed (and 
entirely optional) Victory Point list provided with this game. Players need not 
concern themselves too much over the lack of points values, since the Victory 
Points system gives even a heavily outnumbered force a clearly defined way to 
win a battle regardless of possible imbalances in number or quality of the 
troops involved. It is rather interesting to begin a disproportionate game with 
an eye toward seizing victory points in spite of the knowledge that it’s 
possibly a suicide mission... This can provide for some quite thrilling gaming 
indeed. So instead of choosing forces first it is generally best to agree upon 
which mission the two players will have and pick/negotiate forces used only 
second. However, it may also be tremendously interesting to try it the other 
way around! 

















Blakes 7 is copyright Blakes 7 Enterprises and/or BBC. 


All written material and photomanipulations in this work are the 
intellectual property of James Daniel Barnes. Blakes 7 Battle Factions 
was written on and off between 2012-2017 in Nagaoka, Niigata, Japan. 


This work dedicated to the memory of the remarkably life-enhancing combination 
of Edgar Cayce and Arthur Schopenhauer. Also to my dear friends full of 
positive supportive cheerfulness, Nishikata Junji and Shinobu and their 
beautiful family, David and Alicia Johnson and their wonderful family, and 
especially to my loving and supportive wife Anne, who has always been my best 
friend since the day we met decades ago. 

Thanks for everything, Kitty! Iroiro arigato~! 
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